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Wc/cortit to Sitfil! Something's afoot itt (he SUtT 
there ''b 6pt7i a hi of ttyin’, and fftcre’s no dark to nr 
hut i'uiMfiftody's rt'.s'ponsjJ , )|f- Barmir s have been tt vi¬ 
sin' put hr lilt- dead-book, ami the chant is shat same of them art- coming buck. 
Smnebody’d be tier look in hi things, and do it . . u! 


AH 

J , M-R«§D JCHhlOH 



BAC KG R©UND 

of PI ague-Mon rhert‘ f s a hand 
uf prime-material 
mercenaries 
failed 11 if 
Illuminated, 
fhcy're cap¬ 
tained hy a sorcerer 
known us Green Mar- 
vent, an ambitious cutler with a 

long I LSI o!' things he wants to do, He's worki ng to take over Pligue-Mori 
anyone cart id I you thai - hut he's also interested in Sigil. 

M a rw u i’s d iscovem.1 r ha r ill e fact I ons * k riegst a nz 11 r“und ee la red wn r" - 
is the key in it silk He figures that the way to gel lo the factions is to gel his men 
near ihe factols. Marvenl's tried using charm urnl daminasiort spells to create 
agents in the factions, hut must of his plains were discovered. Only his agents 
in the Dead and the Doom guard survived. 

Marvcni's decided that wliui he needs are agents who truly believe in the 
cause they arc joining, hut who'll turn stag when so ordered, lie’s his upon a 
scheme ol using people who won't he missed the bunnies ami bubbers of the 


Hive and sending them to join factions. I lie sods aren't even mid that ihcy're 
working Tor Msirvrnt; they think they've died and been given a chance to gei 
things right rlie second time around. After ah, there's no better agent than the 


soil who doesn't even know hi- is one. 


THIS is +he CRE ED 

®f +he I LLUm 3 NATE D — 
+<& RULE WHA+ WE CAN; 

+ © C0NTR0L wiiA+ 

WE CAN'T RULE; 
and+® DESTR0Y WHAT 
WE can- ir C0NTRSL. 

— GREEN m A RVE N + 


Marvcnt's most trusted agent, h wizard called ihe Shadow knave, 
searches the Hive and "kills" barmlcs who might he restored to sanity. 
His cutter in llse Dustmen, I'orantm the Gray, looks out for any huhber 
or barmy coming in lo the Mortuary and makes sure the sod's body is 
cremated in tbc Elemental Plane of 1 ire, Eiut instead of being inciner¬ 
ated, the bodies arrive at an abandoned efretli palace that serves its Mar- 
ve tit’s base in rlir He mental Plane of Fire. There., Marvcnt's men revive 
the ban rites the Shadow knave sent them hy dispelling his feign death. 

From i hr Citadel of Fire, Murvcms men send the restored* re pm 
grammed barmies back lo Sigil via a second portal in the city's 1 own 
Wind 11 if m 11 Is prnt'Uil rn In- newly arrived primes, and seek nut a faction and 
join it as previously Instructed. Marvcnt's had his plan in operation fora couple 
ol numt Its now. anti so far no one's tumbled to It, 


ADVfN + UKE SUmmARY 

The player characters (PCs! begin the adventure in the city of Sigil. at the center 
of all planes. To get things moving, the party is hired or ordered lo enter the 
warrenhke slum known as the Hive in search of a madman named Lbath* who 
has information the PCs' employers want. 

In Chapter t. the PCs encounter a variety of ihe Hive’s denizens in their 


+ 1 ♦ 




seareh fur Eliaih. They discover 
thiii bobbers and harmies have been turn¬ 
ing up dead ill the streets, Unfortunately, Eliaih is 
one of ihem, Complications arise as The local factions, 
the Bleak Cabal and the Xaositecrs, Take notice of the 
party and link diem to the disappearances Eventually the 
PCs discover that the Dustmen disposed of Edhith in The I i- 
emental Plane of I ire, which is where all iamides are usually 
errmated. 

Ill Chapter II, the party learns Thai ENath was seen in a tavern called the Black 
Sail, in tlte company of ihr Doom guard. Even more confusing is the fad that Etiaih now 
appears to tie a zealous member of the IJ mini guard faction. E I knh bisisis i hal he is u newly 
arrived prime, but when questioned, Ihe PCs discover that he was “rcu tea mated" and sent back 
Irani "beyond the Eternal Boundary" tu make amends by becoming a DoornguanJ. Chapter II concludes as 
ihe PCs investigate die Mortuary. looking for evidence dun Eliaih was seril tu someplace besides llie Ele¬ 
mental Plane uiTire. They find none - IJialh was interred in ihe flames. But they do find n conspiracy at 
work that sends harmies through the Mortuary with die help of someone on the inside. 

In Chapter III, the player characters follow Eliath’s trail into the Elemental Plane ol Fire, There they 
unravel a great hoax. The buhbers and harmies who have been dying off were only drugged and sent to a 
receiving station operated by Green Marvenfs mercenary hand, the Illuminated. Die PCs ran undo Mar- 
venfs plot by destroy Sag the Citadel and rescuing The brain washed harmies. 


PREPARING F ffi R PLAY 


To properly run /hr EremaJ Bo undo rr in she spirit it’s ini ended, a Dungeon Master |DM| should he famil¬ 
iar wilh the Planisi apt " Campaign Selling specifically with SigU, the factions, and the Elemental Plane 
of Fire. Although this adventure twt be run by a DM who’s nut familiar with ihe PlAMlst an selling, in 
would lose a lol ofiK flavor and planar ambience. throughout the adventure (here is mib'd/ed ten in 
amber; this is text to read or paraphrase to players. Items wit'll diamonds 1+) are instructions to Ihe DM 
only. There are also special DM Non \ scattered throughout the text. 

The Eternal Boundary is designed for a party of four lo six characters of 1st to 3rd 5 © ITI £ 

levels. If the players are clever, they can avoid most of the lights in the adventure arid GIVING 
engage in some exciiing role-playing. Reward player characters for thinking as well 

as using ilteir swords. had m i £ q 

This adventure assumes dial some of the characters belong iu a faction (as P U + + I N G *">-■ & B A R ITI I t S 
detailed in ihe campaign selling), hut Lhai’s not necessary. If none of the eharac- ■, H F DEAD B ® © k, ? 

[its has joined a faction, use the alternate Non taction Si art. or provide a short adventure to 
aklaw the players the opportunity to join a faction before play ing 7/re Eternal Bottndan r - 

DM Mon: The Eternal Boundary can he enhanced for more powerful parties by increasing the 
strength and numbers of the enemies the PCs meet. Specifically, all faction muscle ihe PCs meet should be 
fighters ti level or two lower than Ihe PCs, and elite warriors and bodyguards are fighters of abnui the 
Ft's' levels. Leader NEC’s such ns the Shadow knave. Torannn, and Imogen should be iwo (u three levels 
higher than the party's average level. Umieutl In the mortuary should be a challenge as well. Use more 
powerful creatures such as monster zombies or giant skeletons to challenge a PC group. Under uo circum¬ 
stances should a PC party be able io ‘’clean nut" the Mrmuary room by room. 


CU + + E R'S 
US +HE LAUGH. 
WH@ D0ES HE 4-HINK Ht IS, 


— fAC+©L LHAR 


FAC+I0NS 

Needless to say, several of the planar factions will be involved in the adventure. Finding out which faction 
knows what and getting them lo port with that information is a significant aspect of the excursion. Moss 
factions have no real involvement tn the events. For example, the Transcendental Order isn'i interested in 
die deaths of people who are careless of their minds or hndies. Other neutral fact in ns include the At bar. Be¬ 
lievers of the Source, ihe Paornguard, Ihe Fated, the Free league, the Revolutionary League, and Ihe Sign 
uf Uric, However, even ihe Ciphers will lake note when ihe dead harmies return tu infiltrate their faction. 

TH€ BLEAR CABAL 

Someone is killing harmies on the Bleakers turf. A dedicated effort to pot bunnies in the dead-book indi¬ 
cates a motive of some kind, which imports meaning to these deaths. Hie Bleakers resent the idea of 
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someone killing their barmies for a reason, and they warn ii 

1 O MOfl. 

When (he barmies return, the Cabal learns rhat ihe 
meaningless insanity of these pouf sails has been replaced by 
3 on Eli same purpose. Someone's giving the laugh lu everything 
(he CahiiE stands for, and they won’t rake (hut. 

Vi: I''.: The Cabal watches anyone who migliT have a 
connection with (he deaths, I .hut in (lie a dv emu re, the H leak¬ 
ers play ror keeps. They send assassins after anyone con¬ 
nected with the ahdueliun uJ barmies, Depending tin how the 
PCs handle (hernwives in Chapter I, they may be on rhe Bleak 
Cabal's li5(. 


THE DUS + U1EN 


The Dead arc pleasantly surprised by the increase in business. 
At laslJ Those floor barmies are gelling the peace they de¬ 
serve. Some cutler's doing tlie Dead a great service. Two 
things will change their attitude though: when they llnd out 
ilsai i heir headquarters are being used as part of someone's 
plot, mid when they find mil that those barmies aren't nearly 
r«s dead as (hey ought to he, 

V > ■ ■■ To begin wilh, the Dustmen have no agenda; as 

far as they can see. nothing is wrong. If drey are accused of 
being involved, (lie Dustmen deny the charges and defend 
themselves if more direci measures are taken. I.ater on, the 
Dustmen develop a real grudge against those who are using 
them and move to shui down die abductions. 
If the l^Cs are cough I in the Mortuary, 
things could gel very interesting- 



THE GUVNERS, 

+ he HARmeNium, 

AND 4* H f mERCYKILLERS 

All of these factions share an interest in upholding ihe laws 
of the city. Clearly, laws are being broken and crimes commu¬ 
ted by those who arc killing (he barmies in the Hive, Each ol" 
(hese factions has a slightly different attitude, but they agree 
ritar the killings need to stop right now. 

Vii Mi 1 These factions want to find out who is killing 
barmies and bring him, her, U, or them in ju slice. The I him io¬ 
nium scours rite Hive in search of suspects. The Mercy killers 
Insert teams oT assassins to bring them to justice. The PCs 
nii.iv become suspecli il'ibev arc in the wiuug place ill (be 
wrung linic. 


S8CIE + Y SENSA + 1SN 

The 'sensales are concerned because some of ihe huhbers 
turning up dead have been members of their own faction. In 
fad, they’re inclined to regard (he whole thing as an attack 
on their faction. When word gets out that some of Ihe buti- 
Iktn and barmies have relumed, the Sousaies stop at nothing 
in recover rtny of their mem tiers who have had rheir memo¬ 
ries altered.,The Society is .m v ay.-.linn lad ion. but a dclih- 
eraie mind-wiping ol one of their own Is the foulest crime 
imaginable. 


Am nh ■ They want to stop the killings and make I he 
Hive side for Sensatcs again. I hey keep a close eye on ihe 
Dum nit i ami X.iuMil l rs, ihis. looks like rheir work. Ii's clem 
lu the Sen sales that another faction is responsible for ibis 
plot, and th;n the goal of the plot is to weaken the Society, 
PCs belonging lo any tael ion connected wilh die disappear¬ 
ances may be held responsible 1 by the Sen sales. 

X A® SI +EC + S 

E fie ifbailsmen are annoyed Mule someone is poaching on 
theii turf. They blame the Dustmen, Ihe Chaos men don't 
want lo see too many more of I he barmies die off, since In¬ 
sanity is so wonderfully chaotic. Then again, unexplained 
1 1l ;u|is agitate things, loo. They figure they 11 just keep ait eye 
on wfiat's happening. 

When the Chaosmen learn I hill (he barmies arc returning 
and joining factions, they're delighted. Somebody is clearly 
work mg in destnhiM?,e Sigit. and things have been dull and 
routine for loo lung. Factional feuds make SIgll a more 
chaotic place, and what could Lie better than I hat? 

A- F.NtJ-v; The Chaosmen watch ihe situation closely. 
They're undecided about whether they'll miss the barmies, bui 
they warn whoever is responsible to al least ask before tam¬ 
pering with Chaos lurf, As Hie bn. (inn coullicls Hare up, I be 
fhfinsmen fan Mil- dames by ini .ring open fighting. 


N © N PLAY 6 R. 
CHARAC + CR.S (NPCS) 

D£RI©CH YSARU 

J emale Human Planar 
bill-level Mage, Bleak Cabal 
Chaotic Lvil 


Sir 

a 

Ini 17 

HP 

15 

Hex 

15 

Wis 13 

AC 

T 

Con 

ii 

Clta M 

fll ALU 

lb 


l" inn <i Ring of protection + 1, dagger +J, pot inn of flying, 
potion t\f aiulvaii couimi, avoid t\[ paraly/.nlion (13 charges), 
I4 pp, 3 J gp, ] 5 sp. 

Sm ■ Derioeh has ] attack, and she has an armor spell in 
effect. Her memorized spells me iuttuis, charm yet 

son, Jump, magic missiir: inrisibUity, treb: and suggcsiiati, 

□erroeh isn't a young woman she's in her tarries, and each 
year has lefl its mark on her face. She's seen things that no 
sod should, and despair sits on tier shoulders like a cloak. No 
one knows whai made Derioeh into the gloomy sod she is 
today, bui anyone in the Hive can tell you that she's been 
around rile Cage for a long time. 

Deriucb's only joy Is to advance tier faction's cause, She 
can be heartless M limes, though she doesn't gu out of her 
way lu e.iii’ii 1 a..in. Shi s assigned lu waieli ihe PCs early in 
the advenlure, and as time goes by she begins a witch hunt to 
prove dial file PCs arc responsible for the killings. 
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T H € SHAD0WKNAVE 

Male Half-elf Prime 

bth-level Mage, II km li Tinted 

Neutral LviE 


Sir 

10 

Ini 

Ifl 

HP 

]fi 

IX A 

17 

Wis 

11 

AC 

0 

Cun 

12 

Din 

\b 

THAU.) 

19 


I i.u Cloak of displacenu in. fornr-i t.s of defense jAC b]* 

dagger + s, ?. darts of homing, wand of fear [17 charges), 6 pp, 
2J gp, lb sp, two I OO-gp emeralds. 

Si him: Shadowknave has l attack, and he has (he following 
spells memorized: change self, chum person, phantasmal 
force, slcvpi Invisibility, scare; feiifn death, stole. 

I'he Shadowknave is a dark-haired half-elf who dresses in 
tight-fitting, black clothing. He's a small, graceful fellow with 
roguish good looks and a dark lurn of humor. It’s said chat 
the Knave conceals his true name from friends and enemies 
alike, believing thin liic wrong culler could gel hint Lost by 
using the power of his name. 

I lie Shadow knave showed up In the Cage a year ago. 
One uFMarveni's first recruits, he's proved lo he one nf the 
Green Mage’s mosi resourceful rimers. When Marveni fin¬ 
ished his first lookahout in Sigil, lie left the Shadow knave be¬ 
hind to learn the dark of tilings. 

For six weeks now, the knave's been running I he Sigil 
end of Mfirvents plan. It's his job to find barmies or Lubbers 
who have some pole mini and gel them to the Rock- When the 
PCs begin to follow his unlit, 1 he Knave tries to throw them 
off I be seem, at first by working lo blame a rival Favliun. II 
ill a l doesn't work, the Shadow knave arranges for them to 
take a trip to the Eternal Boundary themselves. 

ITI0RDRIGAAR2 A N + I U_ 

Male Human Planar 
4th-level Fighter, Xausilect 
Chaotic Neutral 


Str 

18/39 

Jnt 

10 

HP 

29 

Dcx 

11 

Wis 

9 

AC 

2 

Con 

1S 

l ha 

12 

THACO 

17 


I t rMi a - Field plate armor, tutu-handed sword + t, dagger, 
light crossbow, 12 bolts, 1 huh +2, 1 potion of healing, J pp, 
1R gp, 22 sp, l *0-gp opal. Jk-gp ring. 

Sri w Mordrigaarz is a specialist wild ihe two-handed 


Mordrigaarz is a muscle-bound hasher who was raised in ihc 
burg of Xaos As a young man. he came to Sigil seeking ad¬ 
venture and fell in with Ihc Draftsmen. He's nor such a had 
cutler, I Hit like a lot of his fellows be lends to leap before he 
looks. Mordrigiian? loves a good brawl and often goes out of 
his way lo stan one. 

Mordrigaarz is the basher who's been lold ro find mil 
who's moving on Xaositecl turf and get them lo slop, lie's 
randomly thrashing anyone he thinks doesn’t belong in the 
Hive. Sooner or later, he’ll have thrashed the cutter respond 
hie, right? 

If rhe PCs can offer solid evidence that they're not in- 
vo 1 v ed a n d so meo ne el se is, M o rd ri ga a vi cou I d been mean 
ally. He wants to pound someone lor whirl's been going on, 
and if (he PCs point bim in the right direction, well, .. 

T0RANNA + H£ GRAY 

Female Human Prime 

lirl It vi ' I i'l :i -.1 !■: i .. , Mill mi .ill ii 

Neutral Evil 


Str 

lb 

Ini 

14 

ill 1 

17 

Dcx 

10 

Wis 

Ifi 

AC 

4 

Con 

12 

Cha 

13 

III ACC) 

!3 


i Mii-vti i Chain mail armor, ring of protection +1, turret- 
sling. 20 bullets, potion of ia visibility, 19 gp, 41 sp, three ^0 
gp diamonds, 

Si'i ■ i. Toranna has, 1 attack. and she is a priestess of Cyrie, 
the god of deatht iic:s r and murder, i'rorn the FoRUoriEN 
Ks aims* campaign setting. She has the following spells mem 
orized: curse, command, detect magic, cause fear, aid, hold 
person, silence IS-Jbot radius. 

fall and athletic, Foranna’s a striking woman with a moody 
personality. She was horn on a prime world called Tol d, ,iml 
arrived un the planes when a wizard's spell weni asiray. 
Toranna la ruled tn Plague Mon, and bad a few close scrapes 
before she fell in with the Illuminated. She’s one of MarvrnC* 
tiCWesi agenis, itud she’s learning fast. 

[ manna's decided that Cyric's cause js best served hy 
rising high in the Illuminated. For now, the best way to do 
that is to follow orders and io get tilings done with ruthless 
efficiency. She understands that Ibis is an Important Job for 
her, so she wifi go to almost tiny lengths to keep her cover 
and keep the portal to the Kock open, 

So far, none of the Dustmen have tumbled to Taranna’s 
ruse. After all, she Is a priestess of a power of death, and she 
is careful to fulfill all of her obligations as 
a Dustman, She keeps in 
touch with the Shad- 
owknave by courier, 
and when the PCs start 
getting underfoot, she’ll 
be watching them. Toranna 
I lies In convince the Dustmen lhal the PCs 
are enemies nf the faction and that they arc 
getting ready to frame the Dustmen for the 
bar lilies' deaths. 



* Ej + 


imeacN 

Female Ghhzeral Planar 

5th-level Fighter/Sth-level Mage, 11 Iii mi Elated 

Lawful Tvi! 


Sir 14 

Im 

17 

up 

24 

Hex 11 

Wis 

ii 

AC 

1 

Cun 1 5 

Cha 

n 

THACO 

IG 


F 1,1 ii Leather armor t J, bug sward + J, 2 daggers, light 
crossbow, 20 quarrels, bouts qf Imitation. 41 gp, 17 sp, 25 gp 
opal 

Smu w Imogen lias t attack and has memorized burning 
bands, fight, magic missile, shield; blur* n'ffi; and wrofthform. 

Imogen is a rail, lean gitlizemi whu's so thin it seems she dis¬ 
appears when she turns sideways. Her personality matches 
her appearance — she's quiet and withdrawn, sharing Iter 
droughts with no one. In a room full uf people, Imogen van¬ 
ishes into anonymity. She's got few friends arid Few enemies. 

Imogen is a native of PI ague Mart, having lived must of 
Iter life there. Site decided she didn't much care for the 
krkgslanz of ihe factions, and fell in with the Illuminated. 
She’s the first of Green Marvent's planar recruits, and has 
proven to be quite reliable. 

Imogen commands (he garrison of the Citadel of I ire and 
supervises the reprogramming of the lubbers and intrmies. 
Site’s tough to fool and unlikely to fall for any bluff or ruse 
i he PCs devise, si nee she knows the timetable and pi rsonnel 
of the entire operation. 


1+ BEGINS 

The adventure begins when one of the PCs is ordered or hired 
to fmd a barmy named STiath in the Hive of SigiL The DM 
should select one or two PCs who belong to a faction; a 
member oT any faction creep f the X no si lefts, Dustmen, or 
bleak Cabal is ideal Hus faction PC is then used ns the active 
character In "Faction Stan," below. 

It none of the PCs belongs to a desirable faction, use the 
"Noitfaction Start" he low. Thu DM can dangle whatever bait 
is necessary to get the players interested in finding Eli at h in 
the Hive. The search for Eliath is just m excuse to gel the PCs 
into the Hive, where ihey leant of the rush of deaths among 
the barmies. 

DM No it: If the PCs are joining the Pmnise a PE campaign 
from another campaign world, (lie DM will need to devise a 
story linking them to the happenings in hi.gil, I he city's pthr 
tals are an excellent mechanism for getting the player char¬ 
acter?; into Sigll, 

f AC + I © N S + AK + 

If a PC belongs to u faction, he receives instructions to find 
Iliath and bring him to the headquarter. Read or summarize 
ihe following to the players, 

it's curious, bn you 're fnrtt summoned to faction head 
quarters. It % a gray and r old morning, imrir rr fflivmhJV dm 
/k fatting. Inside yrm c/e( sent tu see Hendon Maud, a high-Uf* 


jirmr uTtu’.v uri I tu rhi foetal, {tuition's n sharp ru/rev aim 
made his up me ns ir hirespcfl m rJir Out fa ads before coming to 
Si git, \ stifling with coal-bbct- c\rs and painted eurs. he has 
a fid of the fiend (ii lipp«„ hufyntr turue - or at has t you think 
you Arrfou 1 he’s o /rusty hinoti. Hendon shows yuri irrfu ftps 
diiiff/herx and shuts the door. "Here's the t hoot " hi begins. 
"There's this barmy tunned I Hath wanderin about in the 
Hite . He doesn't {10010 it , but he's got the dark of something 
jeu inorl, Ht' holds, the key far u par tot that's said to Send 
somepton real interesting, tan v ii-jj qtt hum a bokabnut for 
him? You'll be eat in an ripe profits, ' 

Be oil on Mawl [PI/ <J tf/WS/var/varl is leveling with the 
PCs; another Faction mem her found references in a library to 
a portal Leading to the Isle of Black Trees, a legendary rlemi- 
plane created by a prime wizard. It's rumored to hide great 
treasure. Imi its location is unknown. Most planar characters 
have heard ui The Isle of Black Trees, hut dismiss ii ns .1 trav¬ 
eler's tale. 

Bench in expects the PC to agree to track down lilialh 
without Iljo much argument- If the player isn't convinced. 
Bend Oil offers B I mu us of 200 gp and a chance to be im the 
search party that explores the |s|e T Hendon thinks that Eliath 
may know where the portal leads, because he wns the last 
person to have researched the hooks in question. Three years 
ago, and it’s known that he disappeared for more than a year 
right after that, 

Hendon describes El lull as ”A short, wiry fellow who's 
missed a few meals too many. List [ heard, he was wcarln' his 
tattered blue wizard’s robes, I Ms hair's white, and he squints 
'cause.' he's nearsighted." 

N®N FAC+I © N S + AR+ 

If none of the PL’s belong to a faction, assume ihai they are 
relaxing in rsne uf Sigil’s many taverns when they receive rm 
offer of employment. 

Or? n cold, gray day, you ore sitting ri? a toeern ktmirn 
as the 'sign of the Croaked Sword, trading tales by the Jire to 
pass she time until .something interesting happens. A broud- 
shoulderrd dwarf nr the colon of the Signers approaches and 
i pi r ro d u rr * ft t m % r // a s G cd to m a k f ro ip/r « t , "i h ru r ye' r e 
lookin' ./or snore jink," he sties quietly. “Well, i got a job as 
needs doin '. I'm lookin' fat a barmy, piawrr of Eliath, who 
might be found in the Hire. Bring'm to ore mid it'll he tennis 
vrr jjdpp/r. ” 

Gedramak {Pr/ r. d/l : S/T&/SO/NG| represents the Sign of 
One, who haw discovered scrolls describing the Isle of Black 
Trees. The Signers aren't well liked hy the Bleak Cabal, and 
hope that by going through intermediaries jibe PCs), they ears 
get to Eliath without starling a feud, 

Gedramak is careful with the details. He describes Eliath, 
bui figures that the less the PCs know, the butter. He assures 
ihcm that Eliath won't he hurt, the Signers only want to 
question him. He's willing to pay up to ltd) gp Tor the job, 
Gedramak also offers assistance for healing, in forma lion, or 
about anything else the PL’s need - whatever 11 takes to get 
the PC’s to accept the job. 

Once the PCs have accepted, Gedramak tells them In 
bring t llith lo the Crooked Is word, unharmed. He plans on 
keeping an eye out for them, and will he in the area If they 
have troubles. 
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Now rfi.Li 1 1 1 l' PCs Inivi ;i mission, llicy'rr ready [n 
face the flive of Sigil. In this chapter, (he charac- 
Llts von I arc "Into I lie Hive." Their fir*! foray into 
11n? ward will bring ihem encounters called “The 

Dancing Man.” “The Collectors,*’ and “The Bleaker*," The DM can run these en- 
counters in any order, nr even substitute additional encounters as red herrings 
or Tor color, if lhe PCs wander around (lie Hive long 
enough, they’ll cvcnlunlLy encounter "A Shadow in iSij^ifc.*' 
Of course, the longer ii takes them to track down FI lath, 

ill'. - ... I *. ilv ■. I HA II mil aluul ill the i IH'ooi 

called "flic ChaosmenT 

There arc several strategies the PCs can use to ac¬ 
complish iheir mission to find Plinth, The most likely ones 
include wandering about ai random, putting The word on 
llu- street, or asking for help from file Bleak Cabal or the 
Xaosltms (another term for Chnnsmenf 

Asking the Bleak Cabal for help is 
the tjulck way 
through (Iris 
chapier. The 

PCs spend a ciny 
at the Galc- 
3louse, while the 
Bleaker* check llicir list 
of bamlies. Derioch Ysarl is 
helpful The Cabal still watch I be PCs, but they'll 
leave them alone. Run all lhe encounters ex¬ 
cept “The BkmkeiV and “The Chaosmerf as 
chance meetings during the PCs' trip to the 
Gatehouse mid back, 

All other search methods will lake two to three days, allowing file PCs 
to encounter all the events in this chapter eventually. If the PCs wander 
about al random, note that the Bleaker* and the Chansmen don’t like people 
roaming about in the Have, ami a fight is likely to occur when they corner the 
PCs and demand answers. Asking l he Xausheets far help, although rutile be¬ 
cause they don't keep track of hsmties. will cause the Chansmen to be less hos¬ 
tile since the PCs were polite enough to ask for their help first. Putting the word 
on the street will trust the heroes some jink as they work the taverns and beg¬ 
gars fnr news. However, it" file Bleaker* mme to the PCs in response to their In¬ 
quiries. Derioch lias a neutral attitude, and can be persuaded to help ilie party. 

Once the parly lias given up Looking lor Lilfath or played through all the 
encounter* in this chapter, move on to Chapter //; The Mortuary?, If the players 
stumped, they will he visited by Hendon Maw I or Gedrnmak, who will 
point them to the Xaositects or the Bleakers for in form at ion about doings in 
file Hive. 


CHAP+BK I: 

THE HIVC 


i n + e + hc Hive 


BEA + l + , BERK! 

THERE'S a BRACE ®f HARDHEADS 

C © ITI I N G + H J S WAT , r. N n -pin. Hive is a sprawling slum of nameless streets that wind 

ANY BUBBERS n* u ai n : f® ft about like worms, and crowded tenements that run like nit burrows for 

IINKLL hf SCRAGGED hundreds of yards, A detailed map of the Hive and a list of fts denizens 

Is beyond the seope of ibis adventure, Wliat the player* really need la 

_ ShIG * + H £ CHEAP S + ER* know about the Hive is (he mood of the place, along with a few chance 

0 HHIS n A I I V ft i i Kl meetings to keep them on their toes. 

Refer to Map One, on the gatefold cover. This is a general 
+ H R© UGH +-HC HIVE overview of the Itive, with a few sites of interest noted. There's nothing secret 


on this map. and ihe DM should show it to the player*, ( he noted locations 
will give the party places to search, When the players first enter the Hive, road 
or summarize the following information for them. 
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The Hire sprawls around, 
surrounding vow uj u gray tvvrrat 
of run-down buildings, fillin' streets, amt desperate 
people. 1 he cold tfriziie has driven manv of the street 
people rr> shr/rcr, Condemned buildings glow with the red 
light of rooking ft res, mi <1 haggard fares peer at you from 
almost rirrr irindon 1 , Tfie sirrm /mi*r a maddening Ipw- 
deucy (ci confuse vour senses of direction. Once you strvv 
front the main thoroughfares, eoa 'll gulch!) become lost. anti it wilt take some 
time to errfm'rr of covering the Hire in detail, from time to time, you're accosted 
by various people - stinking huhhers, wring fwiitirv, street un hins looking for n handout , 
peddlers trying (o sell their wares. You wumAIr ucrosv a number u/biuGm'sses. ineluding 
cheap alehouses, rati\ inns, gaming halls, and decrepit pawnshops, flit shopkeepers are suspi¬ 
cious and watch vou silently. 

The PCs are constantly hi an encounter of some kiin! nr another when in Hie Hive. There's always 
someone suspicious-looking in sight: a potential pickpocket getting too close, a peddler trying to sell 
something, or i\ huh her lying in the street. Because 1 here's lock imidi activity to describe each occurrence, 
ilie DM should use the surroundings sparingly, ns background and flavor. 

The only plot significant encounters ihm rake place during ihe PC’s 1 visiis nrc described later m this 
chapter. However this doesn't menu that these arc the only encounters that lake place here. Kadi lime (be 
PCs finer I he Hive, (hey should have diversionary meetings It? keep the in on their iocs and sei die mood, 
Pur example: 


♦ A Harmonium patrol trumps past, nervous and on guard- the guardsmen keep their weapons handy, 
and watt’ll the alleys constantly. Beggars arid bubbers clear out ol' the patrol’s path. The patrol con¬ 
sists of five O-levcl fighters, 

♦ A beggar accosts a PC, demanding tints. While the heggar distracts the party T a cut purse darts from a 
nearby door to steal a purse. Hie cu[purse is a 1st-level rliiel 

+ A beggar aeeosls a PC. demanding alms. There arc IU more nearby. II the PCs si ill the beggar, the 
others shnui imprecations at the party and pelt i hern wiih garbage, 

+ A reeling drunk staggers up to a PC and loudly insults him. trying to incite h brawl 

♦ A peddler tries to sell the party an "amulet guaranteed to ward off evil enchantments," refusing to 
take "rao" for an answer, flic amulet is worthless, of course. 

♦ A gang of ruffians tries lu shake the PCs down for protection money. There are ten O-level thugs, and 
they're looking for I rib gp from each character. 

♦ A person of wealth or Importance passes by in a sedan diair, escorted by vigilant guards, 



While most of ihe Hive is featureless 
(at least to an outs i tier's eye), there are a 
few notable locations the party may 
choose to visit as they search the 
ward for any sign of Eliath. 

These are described below. 


By day, the Gatehouse rises above the slums that surround it like a gray icon of despair. The streets 
around rhe Gatehouse arc the dirtiest and most dangerous area of Sigil. A line af desperate people forms 
before the doors of the Gatehouse, seeking a place in ihe Cabal's almshouse or committing a new barmy 
in the Bleaker* care. Hashers of the Bleak Cabal roam through ibis anguished group, taking names and 
making sure that no cross-traders prey on those throwing themselves at the Cabal's mercy. 

By night, ihe sirreis around ihe Gatehouse are empty, and ihe howls of the bunnies Mil the air. All 
kinds mi predators, human and otherwise, mam the si reels when ihe Gatehouse closes its doors. 

Characters calling on the Gatehouse meet the Bleaker* (see later In this chapter). Taking the time to 
pay a visit to the Cabal indicates to the Bleaker* that ihe PCs are seeking their help, and Derloch will tie 
much more likely to aid the heroes. If asked, the Cabal will be ghtd to arrange a guided tour of the Gale- 
house, but they will not allow the party to explore the Gatehouse without an escort. 

The Gatehouse is not mapped out because it 's the wrong track for the PCs. If the players are con¬ 
vinced dial the Cabal is hiding something in here, the DM should try to steer them away from an assault 
on rhe Gatehouse. 
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the p|act' id t« Mmi Mil- chant ail the street. 

Thu Butcher's Block is run hy a scarred old ogre. Tmn- 
feld Three-teeth ( Prf 4 ogre/F b/ D u (U E), a vile-tempered crea¬ 
ture of disgusting personal habits. He's remarkably bright for 
an ogre and collects Information as a hobby. 13c sells It is in- 
i'oniuuiiui for 20 gp per tidbit, and. If paid, lie tells the E’Cs 
that bobbers and harmEcs have been turning up dead. If hired 
m keep bis ear to the ground, consider ibe player to have put 
die word on the street. 

Neither the Chaostnen nor ihe Bicakers will be well dis¬ 
posed lowLtnJ tin- PCs if they find litem here, because if they 
arc here, it's obvious that l! icy’re up to nu good. 

The Butcher s Block is the Shadow knave's lodging, along 


THE GA + € H ©USE 
NIGH+ m AkK€ + 

A Few blocks away from llie Gatehouse is ilie Night Market, a 
tawdry carnival of cheap goods and low-class entertainment* 

1 he Gatehouse Night Market is a good place to go to discover 
things, or to recover stolen property. Hundreds of people 
throng through Hie run-down alleyways and ramshackle 
st ei its of the market "rice night falls, 

PCs visiting the Night Market w ill have plenty of uppor 
(unities to buy and sell anything they can think of, play in 
any games of chance they care to, or imbibe as much cheap 
wine as they can stand. They’re guaranteed to he targeted by 
pickpockets throughout their stay. They're also likely to run 
across the L’haosrncn. who frequent the Night Market. 

ri the PCs persevere, they will receive responses to their 
inquiries in just one evening, 

THE HIVE 

This refers to the Xaositects headquarters, not the cm lire 
ward. The Hive is a sprawling district hovels, decayed 
grandeur, and unsavory characters. Groups of L linos men 
roam about, engaged on errands. It's possible that a PC intru¬ 
sion won't he noticed For quite some time, but it's also true 
that 11ie PCs will never make sense of this place before some 
one finds them wandering around and turns them over to the 
Thaos men. 

Visiting the Hive counts eis the encounter “The Chaos- 
men" |see later this rhapler|. If the PCs tell the Chausrmri thcii 
they're here fur help, the Xaositects will listen, to their story. 
H'1 be PCs can’t come up with a reason for being here, they’ll 
be in for a fight, 

THE m©R+UAflY 

The Mortuary is described in del nil ill Chapter II. It iln PCS 
decide to pay h visit to the Dustmen, they’ll find that the 
[Justmen don't know anything of Fliath, unless asked tu 
check their records and determine if [ limit was buried. In that 
case* move on to “Funeral Dirge” in Chapter IE, after running 
the Important plot encounters of this chapter. 

THE BU + CHER/S B IB C K 

The Butcher's Block is one of the most infamous alehouses of 
Sigil. It's Frequented by ei notorious variety of thieves and 
cutthroats, and any euner knows that tlie Butcher’s Block is 


with bis hired swords, [heir rooms are unremarkable and True 
of incriminating evidence. IT the PCs visit litis place fre 
qoently or irati the Shadow knave successfully, they may 
catch him here. Use Map fwo, The Black Sail.” us a siand-in 
For the Butcher's Block If any lights break out. 


THE BL©©D PI + 


The Blood Pit Is the mosi famous pit-fighting arena in the 
eh y. A series of run-down warehouses conceals ei ring with 
room For hundreds of spectators, Pit-fighting is the favored 
form of gambling, and each night the Blood Pit is crowded to 
over FI owing with the desperate and the blood thirsty. The 
Blood Pit features liii overpriced ale tap manned by a talka¬ 
tive, dirty gnome named Feign r lFr/-"g/T3/A[/N). 

Fclgar is more than happy to pass on arty rumors he 
hears 1o anyone who bothers to speak to hint- Unfortunately, 
lie's fund uj wild speculation and faulty leaps of logic. He 
tells i Eie PC's that bubbers and barmles have been dying "Ff, 
and that a horrible shadow fiend is eating their souls, Me also 
slates that the shadow fiend is ei Guvner who found a way to 
gam power by feeding on the life-force of others, and that 
he’s planning on unseating ihe Lady of Pain, It's the only ex¬ 
planation, really*,.. 

PCs visiting the Blood Pit during hu.viriuss hours will uri- 
eti li liter both ihe BI takers and the Chaosmen on neutral 


ground* Neither faction will pick a fight here, so this is a 
good place lor the PCs to plead their case. Of course, ll they 
stEirt I Ei rowing accusations around, either Faction will tie 
wailing For them in Ihe streets. 
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The Collec¬ 
tors Eire led by a 
down-on-his-luck 

thief called 
Mourner Tom (IT/dh/ 

T2/ML), They're att unsavory 
Jut, hut they're ritsl heir lor □ fight. If ihe PL’s 
threaten ihem or inCervenCt the Collectors protest (“Hey, we 
found Tm first I Go get your own deader, berkE") but offer no 
resistance. They llee it the PCs draw weapons against them, 
fhe Co I lectors aren't averse to chatting with passersby 
while they work. If asked. 1 hey'll <dl the PCs that an unusual 
number of buhbers and harmies have been dyiiT off lately, 
with not a mark mi them. "El's like they fall asleep and don't 
wake up," they say. "Very peaceful, that." 

tf the charatters ask the Collectors about Hi 3 th and pro 
vide a descrip Li tm H (hey confer for a moment. "We might’ve 
seen 1 iiik H but our memory's none too good," hints Mourner 
fum. With a little, ah, induce meat from ihe PC's. Torn itTls 
them, “We picked upi a sod like that a wink' hack, and took 
1m to the Mortuary. Sony to hear you were lookin' for him. If 
the Dustmen remember where they put Tm, you can always 
<rv magic to get ahold of Is spirit.” 


THE DANCING fTlAN 

While the PCs nrc moving around in the 
Hive, they meet the Dancing Man. a barmy 
of the first order This is not intended as 
a confrontation, hut sets the scene 
for another encounter in Chapter IE. 

You are walk toy down a straight, 
wide street of the Mir, chasing o tumor It \ still cold. ond 
the min is anting dtm'U in ftmv sheets. Aflrud i >f fun <i tut}, 
redfttitred man fir a buttered, hrtntni wuistcuat oppear\, mT 
iug anti bounding. lti ‘• long llnihs Jig up and down like 
drunken spiders. U In !ip(inj«rfji v vrm Itwr Itliw run/reMiti/ 

under his breath, "Baphomet. hizrael. I ra/ Urhtu _ Juiblcx 

. , . taogzed. i>t course, laog/ed , . . /ugytmay!" (he Dancing 
Man suddenly stops ami begins screaming, ~l tell you, i'tr 
seen, I Ye seen 11 the /Ires mice emir mind!’' After hts outburst, 
rfii man starts chanting mimes again and birr/ies menu 

Ef the PCs try to restrain ihe Dancing Man in any way. he 
turns mi them with berserk fury and attacks unarmed. He 
possesses ihe strength of a maniac, Ihe Dancing Man doesn't 
answer any ciuestions, bul instead recites the names n| 
Abyssal powers over and over [and over and over.. .1 again. 

As soon us ihe Dancing Man gets out of sight, stumbling 
down a dark alleyway, the Shadow knave and his men strike 
him and ilicri retreat. Continue with tile following text. 

Dm hear a sudden shriek of ~No. get away front mc J The 
pies - urkh!~ 

Ihe Dancing Man has been put under a feign death spell. 
The Collectors will si low up and claim the body altera while, 
leading Ici the next encounter. If the PCs htvesiJgEite ilie 
Dancing Man's cry, tell the players they find the man stone 
dead without ft mark mi him. 



THE C©U-EC + ©RS 

Eii this encounter, the PCs discover another of (he 
mysterious deaths plaguing the Hive. A group of 
wretched Collectors are removing the remains of an un- 
fortunate barmy. The Collectors are the lowest of SfglTs 
unclean, arid members uf this faction eke out n living by loot¬ 
ing dead bodies and taking them to the Mortuary, The Dust 
men pay them a pittance for saving them the trouble of 
transporting the deceased. 

Turning a i imirr, i^jo crunv upon a group of sr.r ragged 
ijir/j, dressed in the discarded clothes of wealthy folk fhen 
tut tend clothes nrr somhn Murk. >urd iltrv curry Di corse/res 


Henoch YsrtiT of the Bleak Cabal is searching for the cause of 
the harmies' deaths. When she meets the PL’s, she assumes 
tli.,I they are involved. If ihe PCs manage to gel the Rieakers 
talking or previously called tin them at the G rite house, skip 
this intro and go on to “The Cabal's Chant" (below}. 

While making inquiries tit a nameless j ur r m. cun an 
greeted with hard stores frum four grimy laborers , a barkeep. 
and g sewing maid, hut people mind llieit on u business in the 
Hit e. \ few minutes after you enter, sir tough baking cutters 
Irr r/rc colors of tht Weak Cahill saunter in. and shoulder tlsett 
inn persf tht other customers to ctatfront vnu. Hie leader is if 
gaum liunmn i rr icitnrd\ mites. She surveys war group with 
a grim expression, lei! ns what you re doing j;i the Httr op 


THE BREAKERS 


with tt strange charadi of digttlf). The men are standing 
around tin form of a htibber lying in the gutter. One nudges 
tht fellow with his foal, lj he ain't dead, he's close enough, 
he sms. '/ .soy we collect 'Ini " Several men so/ruppi/v flcp/W ro 
hot the had i 1 , adrift 1 another opens a du\l\ hook and begins 
intoning, "fl 1 whatever pntrtt litis poor sod wurship'd, look 
kindly upon dir departed spirit aj anyone iuniw tb/s sod's 
name? - oh, aril, the departed spirit n emir sr-mm/ //re. rs 
that a gold loath ln\ gat?" 


voo toon '/ Ji'hn iltis Itu ern aliee ." she v/rv The ather cus¬ 
tomers start opuoiim/ aside. 

Derfoch assumes that the PCs are the sotls she's been 
looking hit. I mi she'll give them a small chance to prove oth¬ 
erwise. II" the PCs come elcan with her ant] admit they're 
looking For a barmy, she relaxes a bit and talks. She's Mill 
suspicious, hut with a link effort the PCs can convince her 
that they aren't responsible. A skillful lie chat doesn‘1 fall 
apart will work as well as die (ruth. 
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IF the PCs dodge the question or lie poorly. Period] fig¬ 
ures they're guiliy anti orders her crew to attack* Obviously, 
i he R leakers defend them selves IF the PCs choose to attack 
first* 

Period] uses a charm persott or sw^esriow spell at the 
beginning oF (he fight to disable any PC’ who might be a 
spell caster. The Bleaker* would like io take a lew prisoners, 
and may iry io disarm ihe PCs it' given (he opportunity. 


II the 3 3 Ts convince Period] iluit they're not Ihe smK she's 
looking For, she'll be willing io exchange Information, In re 
Him for the fileakers’ help in 11 tiding Eliaih, Derioch wards 
ihe PCs to find mu who's responsible fot killing harmies in 
l lie Hive. Depending on how the negotiations go, use some or 
all of the following dialogue suggestions: 

* ■‘You're looking for a harrny? We keep records of every 
sod who loses his mind in the Cage. Citve me a day. and 
Pll see if we know of Eliaih*" 

+ “Hah! A sorcerer’s treasure in Ihe misty sea. Thai's a line 
vrnry. Well* HI gel you the key Io y»mr portal, if you sell 
me where ihe port til's located. That's fair, right? Neither 
of us can use she pond now, so let’s cooperate on this," 

+ "In return for our help, we want you to watch lor anyone 
unusual in the Hive. I'll be in this tavern ai nightfall 
every nigh!- If you see anything worth passing on. meet 
me here." 


The PCs can also get 
Information by visiting the 
Cabal, and speaking with 
Derioch. who meets 
(hem al ihe 
Gatehouse, nr 3>y 
threatening any 
ft leakers, they can 
subdue in a fight, Derinch’s 
uni a t nisi worthy ally, hut she 
won't lura stag on tile party 
unless she discovers that I hey're 
cooperating wiih the Chaosmen, 


Hie Xanshects are also looking for the cause of the troubles 
hi ihe Hive. Mordrigaarz Ant ill is pursuing random Ihreals* 
bribes, and stakeouts, and wilt soon con tad Ihe PCs. Unlike 
ihe Bleakers* she Chaosnien are inclined io strike ilrst and ask 
questions later, 

Yau'rt passing through a dark, r rinding alley strewn 
rub 'i /!jsi I. h, r 'v.: heat tin sound ■>* f^ot^U p> toHuu mi.,' 
and tfir uTrisper of slref sJ l ti/r'U( ) i 
front leather. Helmut vow. a 
band of bashers emerges from 
a dark doorway, weapons dr turn, 
ThiyVc dressed in ill-fitting tatters mid 
seem down tor their /tirlr — the lowest 
sort qf mercenaries. Ahead of you, a pair 
tjf i uttrr\ wearing the insignta af Chans appears, blinking iht 
alley. Otu \ a burl 1 basher with a huge two-handed sward, 
aitd the other hmks like a priest, I'itc swordsman calls out to 
the party- l mv may or hard * rlniin yours ft is. tV’eopoas 
drop! Best is surrctith r. t idleelors you'll meet othvru 1st, two 
< . nm7/ hn \ t Bt i« ' I.See “The Chnosmun IZhu.nlat rile 
end of ibis cneimtiler for more information nn ihe palter used 
in (his encounter,J 

If the PCs surrender, Mordrigaarz and his men bind and 
blindfold them, gather up I heir gear, and take them in the 
Hive to be interrogated, [f the PCs come dean ill I be Hive for 
come up with a good story), the Chaus men will let them go, 
if I he PCs talk, they have one round to say something 
extraordinary'" Murdrigaarz attacks unless lie is convinced of 
rme of three tilings' that the PCs are tun strung for him, thal 
his superiors in the taction will he displeased by his actions, 
or thal (he PCs arc working for the fhaosmen, 

Mcsrdrigaarz wades into the batik* happily, while the 
priest hangs hack a hit to east spells and guard iris back* Mnr- 
drigaurz will try to take prisoners if he sees a good opportu¬ 
nity io do so. 

MordrigEtarz Sikes Io talk while fighting, and if the PCs 
start to do well £ie, they kill or drive off his mercenaries}, be 
holds up his hand and backs away for a moment with grudg¬ 
ing respect, "Sharp you blonds, not are bad,” he says* “Where 
did you. who say you?” This gives the PCs a chance to open a 
dialogue with ihe thaosman* 
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[f (he PCs manage to gei Mordrigaarz talking or trail on him 
ii, nil i 11v l-, lie'll iraiie news with them. Unlike the." Bleakers, 
rhe Chaos liners demand nr? jirlcc for iheir assistance - i hey 
hope lo colled on the Fnvor later. Mordrigaarz can't help the 
PCs find Eliaih, hui he will warn them to be careful, since 
someone's been kit ling harmies and huh hers un I he st reels. 1 C 
the PCs press for more informal ion, he shrugs and says, 
"Burmies keep track st\ who does? Book in the Dead put 
they’ve lots lately, look sod Mortuary your poor lor til in I h in, 
maybe." 

DM Nutt : The chanl used by the Xaosi- 
U'cts is basically nothing more than iranspos¬ 
ing words within a sentence. With Imagina^ 
live and flexible players who are running a Chaos 
man PC or n Revolutionary league faction membei mas¬ 
querading as a Chnosman, the dialogue in 
ill is encounter makes for some 
lively atul exciting 
rale-playing. 


— m®RDRIGAARZ +M€ 
CHAeSfHEN 


A SHADOW IN SIGIL 

Regardless of how the PCs’ search for EJiaili goes, iheyll rim 
into (lie Shadow knave and his gang before they leave the 
Hive Quarter. 

Night is jailing oi'cr the llltse, and the lurid light of bun- 
dr rtfs of t'uokiuti fires rcur hr srrir don ring or the ruins and 
slums. The rtiiu has slopped, hut the air s add a mi dump You 
are malting your iisiy /fount a dismal street, heading for a tar- 
ent far sortie dinner ami companionship, adieu you hear a 
faint cry fram a dark alky nearby: "Itry, get off me, you berk! 
Oct men aghkl" 

If thr Pt\ investigate, read the following to the players. 

Yau Jind four bashers rest raining a bubber just out of 
srgftf of thv sired. A roguish hal) elf wearlug htack leather 
armor supervises rfiebr efforts, a sinister smile an his /her. .-Is 
you canritiue to watch, iht half-djeasts u spell, and the tmh- 
hrr sags hark in his etiplnrs' arms scithuut u sound the halt 
i f/ steps forward, checks the fellow, and soys, "Hi‘s out. let's 
put him closer ta the street so the Collectors'll find him." The 
hashers drug the fellow Ultra rd the street. 

The Shadow knave .oid his hi res words don't wan I the 
dark of their activities to gel out, and IT the PCs make their 
presence known, the Knave orders his bashers to attack. He 
assists them by using sleep and ,v/ov spells. They’ll light uniil 
two of the bashers or the Knave art' down, and rhen they'll 
withdraw. The Knave uses his wand of fear to cover their 
retreat. He'll abandon his men, if necessary. 


H the Knave and his men realty thrash die PCs. the DM 
bus ihe opiiim of skipping the beginning of Chapter II and 
going straight 10 the Mortuary - the Incapacitated characters 
arc delivered to Toranna, who imprisons ihern in Area 11 of 
lise Mortuary while wailing for a good rime to ship them to 
ihe base in I he plane of lire. 

None of the Knave's hashers know the scheme; they were 
hired ns guards by the magician. They only know their joh is 
lo restrain barmies while the Knave casis spLdls on them. 
However, if the Knave is captured anti questioned, he tells the 
PCs that he is working lor ihe Dustmen, hoping to mislead 
them into attacking Ihe Mortuary. 

If the PCs manage to follow the Shadowknave and his 
men, they return to ihe Butcher's Block to lick their wounds 
and hire some extra muscle. Trundl'd Three-iceili tells the 
Shodowknavc if anyone comes looking lor him. and lie'll 
arrange an ambush. See “Shadows Abroad in SigiT in the 
next chapter. 
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I he l J C r i should have rraJi/_ttl by now iIiei! Eliaih Is 
dead and lhai they won't find ihe key they're look¬ 
ing fur unless they llml a way n> track down LI lath's 

horiy, They should also have realized l f i li I 1 Ihith is milv <me nl'a number of dead 
hamties. and that somcihing nul if ihe ordinary is happening in ihe Hive, 

If the players are 
hopelessly a IT track, 
give them some assis¬ 
tance from lheir initial 
contact Eii I he to I ven¬ 
ture's beginning. Ben- 
dtm Maw | for Gcdru- 
mak lor a non lad ion 
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party) tells them to llml Hindi's hody and bring it baek so dial 
a sprat u'iift dead can be used. The PCs are also told to 
Hud out who’s killing bunnies and why, 
since Rendon fears that someone's trying 
to slam the door 
on the search 
for MiatIA key 
by silencing 
anyone who 
might know of il. 
This chapter be¬ 
gins with el visit to the Mortuary 
For El lath’s "Funeral Dirge," After learning thai Eliath was “incinerated" in the 
Elemental Plane of Fire, the PCs discover thar Eliath isn't as dead as he’s sup¬ 
posed rn he in “The Factors Hand." This leads to '’The Black Sail, - where the PCs 
llml Eliath alive and well. These events point the heroes' inquiries In Ihe direc¬ 
tion of’The Mortuary.* 

Several encounters in this chapter deal with the reactions of the Nl'Cs who 
have become embroiled in ihe story. The heroes meet the Dancing Man ogain, 
and he tells them about the Eternal Boundary in “The Dancing Man Returns," 
The PCs may walk irtio a rematch with the Shadow knave in “Shadows Abroad 
in Sigh," 

Ry the end of this chapter it’s clear that harmies who were supposed to he 
dead have returned from beyond ilie Eternal Boundary, To discover what is 
going on, the PCs must get into rhe Mortuary and do same snooping. 

The mast likely course of events for this chapter begins with ihe PCs v in 
srig the Mortuary openly in “Funeral Dirge." However, they may decide lo irv to 
track down the ^tmiowknave if they didn't capture him at the end of Chapter I. 
If thry do. run "Shadows Abroad in Sigit" after ihe Pt s spend a week or so 
combing ihe Hive lor Ihe Knave. 

Regardless of what the PCs |ry to do early ora, they can be diverted to “The 
Faciol's Hand* by receiving a summons from the lead character's faction. This 
will put the party cm track lur "The Black Sail," after which ihey will probably 
go on to “The Mortuary.” The other encounters in this chapter can be run as 
random meetings that take place in and around the heroes' investigations, 

I i\i 111 Ihe PCs may decide lo begin by breaking into the Mortuary, thus 
bypassing much of this chapter. IF they do. don't worry abend it - they'll still 
find the Fire Portal, and ihey'd just know a little less of what's happening. 


WHA + t>® Y®U 
WAN + HERE? 
All d»F ruju ARE S + l LL 
Y0UR FEE + , 

— GA + E GUARDS 
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In this chapter, the player characters expand their Investigations beyond the 
Hive. There Eire several places they visit that He in the other wards of the city - 
i heir Tael Lon headquarters, the Black Sail, and possibly others. 

To keep things moving, the DM should try to focus on the people and 
events thai are occurring outside ihe Hive, instead of del ailing the setting, A Pt 
milive rn Su'.il '.vim'1 pay ntieniion lo ihe everyday details of his home ward, so 
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it s reasonable tu j^Js^s over (he 
day-i D-day movtmrnis of the party when 
they're nol in the Hive. 

The DM may want lo read about the various 
of Sifiii m prepare for encounters. For example, if the lead 
character is a member of ihe Transcendental Drder, and 
Bend on Mawl is a fellow Cipher, it's a good idea to bone 
up on (he Gymnasium and the Market Ward. 


FUNERAL DIRGE 

i'liis eneounier trikes place if the player charnelers openly approach (lie Dustmen lo question Ihtm 
on Fliath's whereabouts, If they try to sneak ot bluff their way into (lie Mortuary instead, use ihe detailed 
description ol the Mortuary later in rliis chapter to handle the ploy, 

fhc Mnrtuur]' stands nr a hopeless area nj iht Hire It's jump'd hy the s/rrmv r if Sigit's duett tin - 
'hose people telifi da mark (hat others uwn'l touch The Marfuary'* surroundings are a lotos i safe, vriire the 
people here tend to he (tones! despite their wretched ctretimstam i s. Small Ji/e/rorrses. tumicMes. and 
slaughterhouses !ill rftr urea. A fair amount of commeree surrounds the Mortuary, You meet a number of 
jjjji lean oni's titling about their hosmess; children fallowing them , heiigitnj lor a h'u cuntx. the hustle taxi 
hustle comes la a complete stop on r he Mortuary's suit of Die \jnrj Not rr vrnrf is in sight One bluet/ 1 
sum her gate !cuds into tin figged edit fee of dark stone, Tin Mot titan' is *> cu/hvJruM dilapidated out u 
iu/fijjrri, piled logethvi \e\th pro organization Insult' tht gate, cuh <m halted hy u sguttd of sir /Jifvmen 
guards, dressed itt black . "W/rul's four huifrre.ss here.'" asks run. “IVhn'j'i w>m rowc to frurv J \H of i'uti 
rj re* still on your feet," 

it the PCs explain their true mission, the leader of the guards says, "Speak to Toranna, She's in 
charge of interring any nameless soils who're Brought in. I'll send for her. If your ha my BSiatli came in 
recently, shell know.” 

Toranna shows up a few minutes later anti Invites the party lo look around while she answers their 
questions. She remembers seeing l liaih brought in about a week ago and doesn't hevi- 
tare ro iell the party so. "When we don't know where to send someone who's passed 
mi, we incinerate them in the Elemental Plane of Fire," she says, "Most handles and 
bubbers fall in thai category, Your friend F’liath was sent to the flames Iasi week." 

Corunna shows the PCs the portal if they want to see tor themselves. There’s 
not too much else she can tell them, if the PCs arc insistent, she suggests thru 
they could go to (he plane of Fire to have a look for themselves. Once the PCs 
leave, To ran no notifies ihe Shadow knave that the party is asking after bunnies thai 
to her. Run "A Shadow In SlgiT within The next day or so. 


E L I A + H ' S +URNED UP 
n +H€ L0WER WARD. 
the D0® mGUARD 
f®UN D *i m 

Btf ®RE we DID. 

e soil 

— B€ND©N ITIAWL 


THE FAC + © L'S HAND 

After running into a dead end in “Funeral Dirge," the PCs may choose to report mi their initial findings. 
[If they don't. they arc summoned to ihe faction headquarters anyway.} Presume that the PCs are meeting 

at an agreed-upon gathering .qua fan ... hoarding house in a lower-class neigJiborhuod, I'm cxampk l, 

then read the following. 

You ore just beginning it* discuss the day tt'ht’o o ruuN'rr enters the rrmrrmm rmmt and approaches, 
Tre a message from Hendon Maud. ~ slic suys i/uief/v. Tofin ro rmvf firm nr your headtfuuners as soon 
m passlbh 

The courier's only a messenger and has no more information, does bill expeel a small lip. If the PCs 
were hired by Ciedramak, lie’s ihe one who summons them. When the PCs report, carry mi dialogue as de¬ 
sired, Some suggestions include: 

* Ben don Maw] is clearly agitated. "The Doom guard goi lo F.liaih," lie says, "tine of our cutters saw 
Kllath in the Slack Sail, a tavern down in the Lower Ward. He was in the Doorngiiards' colors. 1 guess 
he wasn't so barmy after all." 

+ If told that Elitilh is dead, the tiefling says, "Maybe they faked his death so’s he could drop out of 
sighl. fhe Doomgttard and Dustmen are light, and the Cabal allies with them someiitnes," 1 

♦ If rfie PCs mention tlte deaths in the Hive or the Shadowknave* Hendon assumes that the Duutriguaitl 
and Hie Dustmen are engaged in some nefarious plot and says, “They're up to no good. You'd better 
find out whether Eliaih is dead or not. Maybe he stayed in Sigil the whole lime and wasn’t really ere 
inn led by the Du si men," 
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If asked to help wilh (he investigations, Hendon Mnw[ 
pf j v i.’s i he I’t/s off of dement a i ineolncrnhility il (hey need In 
I ravel id l he Elemental I’lane of Fire, and a potion of invisi¬ 
bility if they need iu sneak imo the Mortuary, H takes him a 
day to gel his hands on the potions, "Seoul: things out first," 
he tells the party, “Magic's expensive, and we don't warn to 
use up potions for no good reason." 



I lie PCs can lind the Black Sail easily enough — it's mar the 
Armory in the dark, grimy streets of I he Lower Ward, lr may 
Hike several visits to track down Eliath; the DM is encouraged 
to let a few campaign days slip by. in order to stage some of 
the other events of lilts chapter. 

/ tie ft Pick SinT ston/is hr ;Jn shadow of the Armory. 1 he 
Dooinguartl headtptarien. the Tower Ward is grimy and gray, 
hut not as squalid ns iht' Wee Dark foundries ami smithies 
In h ti [unit gray smog and cnu.vilc s/cum aruturd Iht chick, The 
Hindi Sail sits <\! thy earl of ti dark itflrv hcftimJ a pan of tn- 
mnrworks. The blackened buivsprir of an rntoVnl galleon juts 
out over rlie street end , lire remriunfs of the ship's foresail sag 
rir r t'f jin" JJjjurrftrnrf, Vml lit/s stained <hr sail black inside, 
rhea is rr dim common rnttm with dart rafters overhead and 
about n do/eti curtained aleoees concealing ihe rabies Several 
stained and notched tables stand jjj lb r room's renter, U'kerr a 
group of sullen crofters are gathered, drinking quietly. 

the Black Sail's a rough place, hut the PCs are safe In 
here as lung as [hey don’t start any trouble nr ask lots many 
questions. The best strategy is lo settle at a comer table with 
a good view rd' the room and wait, A Tier a while, Eliath will 
appear from one of the alcoves with four Doom guards. and 
they’ll head hack toward the Armory, 

If the PCs are discreet about it, they can question ihe 
bar keeps or (fu- serving mauls, One serving maid, a saucy 
tiefling named Salja (Fl^TiyTO/HI/Nh can he persuaded to 
share informal icm with liie PCs Ibr a hefty bribe. She recog 
nizes FI lath’s description and name - he's rooming at (he 
Black Sail, If the PCs are nice to her. she'll tell them lhac he's 
sitting with some Do uni guards in tlie corner. 

In addition lo the DuumgULirds with Eliath, (here is a 
second group in another alcove. They appear ai the lirsi sign 
□ Tany Irouble. Four other alcoves are occupied by craftsmen, 
three by mercenaries, and one by a group of traders from 
Ribcage, I here are five servi ng maids working l he common 
room anti the kitchen, two sturdy harkeeps, and a tough 
lizard man bouncer who slays out of sight. 

There are several small, overpriced rooms for hire on ibe 
tavern’s upper floor. One belongs to the tavern’s owner, a 
gloomy fellow named Zaren (Pi f ■' h/Tl/FL/NE], another is 
currently leased by fliath himself. His quarters are very non¬ 
descript, providing Few dues as to his identity. 
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1 limit and his fellow Hoi mi guards want to lie left alone and 
resent intrusions, I lowever, they’ve gnt no reason to be suspi¬ 
cions of die PCs, As long as the S’t s are civil, the Doom guards 
answer mosi questions. However, the instant a PC blurts oui 
anything sounding like an accusation, (lie Doom guards leap 
to their feet and draw their swords, ready to punish the party 
for their ill-considered words. 

If the PCs wait until the Doom guards leave and then fol¬ 
low them, (hr other party of Doomguards follows the PCs. 
The Dootnguards arc very wary of anyone approaching them 
on the street, but if the J’Cs remember their manners, they 
won’t have any tremble. If the PCs settle for trailing Lliath, 
i lie second group nf Doom guards jumps them, figuring that 
the PCs are up to no good. 

If the PCs wail for Eliath to return from the Armory, they 
can isolate him without the Doomguards around for support, 
Fliath carl then be questioned more directly and is a bit In¬ 
timidated by ihe party. 

€LIA + H S CHAN + 

When confronted by the PCs, Eliath claims tu be a prime who 
arrived in SigiJ three weeks ago. "Fortunately, I ran across 
these hashers of the Hoorn guard. There’s a lot to wbul tliey 
say. you know. I won’t be going hack to Tori I," The Doom- 
guards confirm that Eliath showed up three weeks ago - as 
far as they know, he’s jelling the truth, 

Eliath slicks to this story as long as possible. If the PCs 
are persistent and gel a chance lo question him when the 
Doomguards aren't present, I Hath changes his tune when 
confmtiled with hard facts such as "We know you were in the 
Hive a month ago" or "The Bleakers recurded your death sev¬ 
eral weeks ago." 

When Minlli changes liis stun, lie lells ibis laic: "Alnghl. 

■, i in l loui d i:ic uni. I iii t iLilli, .-in. I'm .1 wi. ■ 111 1 I m il. 

I came here some IS years hack. Three years ago l came 
across a book in the city's library that drove me insane, and t 
ended up in (he Hive with the cither barmies. I'd wasted my 
life, li ud 1 died without knowing who nr where l was, 

“Bui I goi a second chance, I tell you, 3 passed beyond 
the Eternal Boundary, and there t met Lathander. the God of 
Morning, the deity t worshiped In my youth! The glory of it! 
Lathander told me 1 had wasted the chances I was given, but 
he gave me one more chance. ’There are deeds waiting lur 
you still, tilings you have left undone.’ he said, ’Return to 
Sigil and enlisi In Ibe ranks of the Duonguard. Serve them 
well, and you will serve me,' l awoke in the middle of the 
Lower Ward, suite for the first time in years. Tell me, is chat 
not the strangest tale you have ever heard? t must make the 
must of this chance I’ve been given!" 

Eliath Is happy where he Is and wants nothing more than 
in be the best Douni guard he can. He is not enchanted; he re 
Lilly believes ihai lie met Lath a rider hi id that lie is acting mi 
(he Morning Lord s orders. He is horrified by any suggest ion 
dim may endanger his "second chance," 

If the PCs ask him about the key fur the portal L nil ne m 
the Isle nf Black Trees, he ibinks fur a moment. "I knew li 
once, bill forgot it in my insanity/ be tells them. "I first 
found the key in (lie letters of the wizard ialimzjr, whieli 
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were gathered in the collection of Rhauuades, Talmizar wrote 
or the Isle of Black Trees in his hook The Gray Realm. That's 
probably what your scholars found." 

[] M Nun Ihe Rhaunades collection can become a 
spri rkt’iiii mill fur ;ir i. im^i Plan ESCAPE adventure after The Ettf 
mil Bnumhirv is concluded. The collect inn may be owned hy a 
wizard who demands a service before [he PCs are allowed in 
see it. I’or now. let ihe Pt s make a Few inquiries at their head¬ 
quarters and tell them fiiitl the wizard Khaunades was killed 
in a magical duel three years ago, and thai It is library was de¬ 
stroyed by the ensuing fires. It's a dead cud, but at least die 
PCs tried. 

THE DANCING IT1AN 
RE + URNS 

This enrnunkT may be staged anywhere in Sigil, at any time 
the PCs are abroad on the streets. Kuo this soon after they 
meet i Me Elm uuguai d and question Elialh, Ihe PCs meet tin 
Dancing Man again, hut lie's not half as barmy as they 
thought he was, 

H'/rr/r passing through a bim r market place, vou see n fu 
nttihir figure, the Dancing Afuir - tors fnowy frame anti flaming 
ft'ii hair arc unaustakahit The sight of the him is quite n 
shock. He's striding donut fire center nj the street with a 
strong step, his nrs Wrar tiud sroff, bis icniSTcwtf teplueed by 
gleaming chain mail and polished him k hoots. The Darn ing 
Mi iu\ m i/rr cidors of one of your own factions. Whistling 
tunelessly between his teeth, he antis a friend tv greeting and 
keeps going. 

Naturally, the Dancing Man doesn’l Mi ink of himself as 
the Dancing Man anymore; he's Tylaric Storm wing, a cheer¬ 
ful fellow with a gusty laugh. Hr doesn’t remember meeting 
the PCs in the Hive. If the PCs ask him where he came from, 
lie tells them that he tmiIs from the land of Furyondy on the 
world nf Oerth, “I arrived in Sigil two weeks ago," Tylaric 
says. “Some cityf I found out what you fellows [the PCs fac¬ 
tion) were about, and I said to myself, "Tylaric, this is where 
you want Id he!"' 

If Tylaric is confronted with an accusation about his ori¬ 
gin, he lets i be PCs in on the iruib as lie knows It. Glancing 
about, fie leans over and whispers, "Well, you're right. I've 
been here ten years, but five years hack l took ei wrung turn 
and found myself in the Abyss. When I came back, l was a 
screaming barmy. 1 don’t remember much else, not until I 
died a few weeks Eigo. A durk angel stood over rne and laid 
the kisl sleep on my eyes. 

'‘When I awoke, I was in a brilliant place. A shining fig¬ 
ure appeared before me - Saint Cu filbert himself, whom I'd 
forgoiten in my madness! I'll never forget his words: 'My 
son, you have lost your way. and I cannot accept you in my 
host. I will give you one chance to redeem yourself. Go to 
the city of Sigit, and join the [fuetion name]. Serve them 
well, ei ml you will serve me. Watch for my messengers anti 
heed their words.' I've got a second chance, and I won't makr 
a mess of ill I've been allowed lo come back Irani the Eternal 
Boundafy," 

Tylaric is amenable to any reasonable suggestion or 
course of action the PCs may have for him. Me is noi under 
any enchantment and sincerely believes in the truth of his 


“vision.” Tylaric ei voids violent confrontations with the party 
because he's trying fit cooperate with bis faction brothers. 
Hell even surrender or join the party if the PCs demand it. 
The faction won’t throw bins out on the IT’s' recommendation 
alone, bur they will keep Ein eye on Tylaric. For now, lie's a 
model member. 

SHAD0WS ABROAD 
IN S I G I L 

Once the PCs make their presence known to the Shadow knave 
or Toranna* the Illuminated begin to watch the PCs. They 
work through iiukboys, beggars, couriers, and hired muscle. 
When (hey realize that the PCs are getting too close, they de¬ 
cide to eliminate die problem. 

Ibis encounter lakes place in ihe PCs' own case, wher¬ 
ever or whatever that might be. If the Pis have been careful 
to avoid being tailed or Lire holed up in some place inacces¬ 
sible hueh as a faction headquarters], ihe Shadowkrutve set¬ 
tles for an ambush out on the streets. The encounter descrip¬ 
tion assumes that the PCs are renting rooms in a middle- 
class bin. 

In lhc middle of the ritgfii, the Shadow knave and six of 
his hired swords show up at the PCs' lodging. They bribe the 
sin IT to find out which rooms belong to the PCs and to keep 
quiet. If the PCs have left a watch outside their own quarters 
|Don't assume litis is the ease!], the knave and his men will 
be spoiled, and the heroes will have time to gel ready or gel 
away before the attack begins, 

You are awakened hy the door being kicked open tit the 
middle oflht night. Men armed wish henry clubs leap into the 
room. The t virile gnh kie ami brutally. 

Two mercenaries remain in the hallway with (he Knave, 
watching for anyone who might try to interfere. [If lodging 
in several rooms, two mercenaries enter each room while 
the Shadowknave waits to see where he's needed,} lhc mer¬ 
cenaries strike to subdue. Anyone knocked unconscious is 
bound and gagged with a heavy leather hood pulled down 
over Ins head. 

The Shadow knave is in li hurry: he wauls to finish things 
as quickly as possible so he can leave he fore li Harmonium 
patrol shows up. If he hasn't subdued the PCs in ^ rounds, he 
orders a retreat, taking Liny captured PCs. 

If the PCs have no watch arid are awakened in the 
middle of the night, ihe Shadow knave and his men have li +•! 
bonus on their chance of surprise. In addition, it takes a char 
iicter one full round To a waken, grasp what's happening, gel 
out of bed, and gel a weapon. If Lite PCs are surprised, the 
Knave and his men get two rounds of unanswered attacks. 

II lakes several rounds to put on a full suit of armor. A 
PC donning armor in ilie middle of ihe Elgin automatically 
loses all Dexterity bonuses to bis Armor Class, and even then 
the arm 01 is likely to he missing pieces or improperly fitted. 
The PC suiters a 2-poim penalty to AC until lie takes the lime 
1o pul the armor on correctly. 

Because the mercenaries are striking to subdue the PCs, 
ihe characters fall unconscious when reduced to 0 bit points 
or less. Ilnlf of the damage they suffer is temporary. If neces¬ 
sary, i be Shadow knave assists his swordsmen by casting sleep 
or charm person spells on the PCs. 
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Any PCs captured by 
rhe Knave are taken to the 
Mortuary and given la 

Toni nun. who leaves ihem hound anti gagged 
in Area II, guarded by skeletons, until the fire 
portal in Area JU is opened again. Thdr equip¬ 
ment is left locked in a trunk in Area II, 

If the PCs drive off the Shadow knave and his mm, he re- 
treais to his quarters at the Butcher's Block. He will be out of 
his rooms and find another kip within an hour, 
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file encounters in ibis chapter should lead rite PCs to the 
Mortuary, Hearty, something unusual is happening to the 
supposedly dead bartnies who are being sent through the por¬ 
tal Eu the fie mental Plane of Fire, if ihe players haven't iol 
lowed this, the DM can arrange for them m be captured by a 
hand of Illuminated and taken to Toranna. 

DM Nmo By now, the players have several clues. They 
know that barmies have died, been Interred at the Mortuary, 
and then returned. I fie facts should point to one of I wo ex 
pi. in a lions; either I he Fiusimen arc lying about what hap 
pens to ihe banrdes who are taken to the Mortuary, ur some¬ 
one is using the Dustmen lor I heir own purposes. If the play¬ 
er* arc off track, encourage diem lo compare notes ami dis 
cuss things. Provide the party with more obvious hints if 
necessary, 
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1'ltere are lots of ways to get into the Mortuary. The rnosi 
likely options include sneaking in, playing dead, hluffing, or 
getting captured, Of course, resourceful players may think of 
other alternatives. 

Parties that try lo sneak into ihe Mortuary 
find that there are only two cut ranees to the complex E flu 1 
front and hack doors, (Tie upper-story windows are almost 
impassable, since they are Less than a foot wide. A I milling, 
gnome, or small elf rnighr he aide to squeezi through .j win 
dow. Fortunately for the PCs. the Dustmen don't really expect 
anyone m ever try lo break into the Mortuary, and therefore 
have rio alarms rjr alert procedures. 

i* This may lie (he least conspicuous way to 
get inm the Mortuary, After all, dozens of (leaders are 
brought in every day. The PCs have to do a good Job of ap¬ 
pearing deceased, and may want (ogive some 1 hough i 10 get¬ 
ting their equipment inside. A PC group could form its own 
funeral procession, hire mourners and pallbearers, and be es¬ 
corted imo the Mortuary. All bodies are taken to Area ll to 
be evaluated and prepared for interment, ami llic mourning 
party wails in Areas 4, 7, or & until called. 

If the heroes bring a body to the Mortuary and ask to be 
present during its interment, the Dustmen agree and show 
them oi i fie proper urea. This is a good way for the PCs to gel 
into the Mortuary and (n find the portal to (he Elemental 
Plane of lore, fhc Dustmen routinely notify To mm a if ttn 
unidentified bubber or barmy is brought in, and she oversees 
tfie Interments herself. 


Eti i r;i Tricking the guards is possible, bin the party’s 
success depends on how they go about it. Disguising them 
selves as Dustmen Ls likely to work, as long as the PCs don't 
gel drawn Into any serious conversations about things any 
Dustman would know, fhc PL’s may also be able lo walk In as 
"mourners" during ihe day, in which case they'll be escorted 
lo ihe Memorial Vaults in Areas 7 nr fl. 

to iiw t . The PCs wilt have a difficult time no 

matter which band of villains captures them! Characters cap¬ 
tured by ihe illuminated are bound and gagged, then smug 
gled in the back door while guards loyal lo Toranna are on 
duty, i he PCs are taken to Area II and locked inside until 
loramia gets a chance to send them through die portal for in¬ 
terrogation and disposal. 

II the PCs are captured by the Dustmen, they will lie held 
in one of the vaults (Area ID) by dozens of undead until Fac¬ 
ial Skull gels a chance In "question" (hi m. If they come clean 
with the racial. Skull figures nut that someone has lurncri 

Stag ami IS working iiisidi his hu nun -irul il Miales a . ; 

gallon of his own that soon nets Toranna, He has no use for 
the PCs in any case, ami may dispose oT them. 

If the PCs don't come clean with the factol, Tormina's 
cover isn't blown. She'll request permission to oversee the 
disposal of the PCs, and will send them disarmed and bound 
to the Citadel of Fire. 


THC m®R+UARY P@ R. +A LS 

There are hundreds of portals concent rated in the winding 
passageways of the Mortuary, A number of (hem are in the 
catacombs, but dozens can be found in the areas the PCs are 
likely to explore. Like most of Sigh's portals, the Mortuary 
portals require keys. Tlie Dustmen guard ibis knowledge, ami 
learning keys is a part of initiations into higher circles of ihe 
faction. Therefore, the PCs are not able to use any of the por¬ 
tals they 11 nd in the Mortuary. 

The only portal the party might he able to use in this ad¬ 
venture is t hi' porta] leading lo the Elemental Plane of Fire. 
Every Dustman knows that the elemental portals can lie 
found iu the Overvauh {Area J 0 |, and there is a L>Q".u chance 
that a Dustman knows the portal key as well. 


THE CA + AC©mBS 


The three aboveground levels of (he Mortuary are shown on 
the gatefold map included hi this adventure, but the Mortuary 
also Includes an extensive series oE' eat a combs that arc not 
described here. If Lhe DM wishes, tins adventure can be ex¬ 
panded by creating 1111131 s of the catacombs and routing the 
adventurers through ihem before sending them to the Fire 
portal. 

if the players insist un seeing where the descending 
stairwells on ihe Main Floor lead, the DM can use 
lough wandering monster encounters (ghouls, 
mummies, or wraiths] to chase the PCs upstairs, or 
have the stairwells guarded by magical harriers 
such as glyphs of warding or symbol of fear or 
hopelessness, Only Dustmen of high rank know 
the passwords required lo continue. 
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DENIZEN5 

©F + HE meR+UARY 

Most fuciion headquarters are crowded with people coming 
and going at all limes of die day. The Mortuary is unusual in 
that it is by Jar ihe least Ira flicked of the headquarters, Ik 
balls and passageways Stand empty for hours at a rime, In¬ 
truders who move quieily and stay nut of sight could go for 
days without being discovered, so long as they avoid the un¬ 
dent] who surround them. 

There arc two parts of the building that do not follow 
this rule, however; (he dormitories along (he dome’s eastern 
walls, and the faction offices in the western towers. The of- 
I Let's arc very busy by day. anil nearly empty ai night. while 
the dormitories are filled with Dustmen at night and nearly 
empty during working hours. 

Of course, living Dust men aren't the only denizens of the 
Mortuary. Hordes nf up dead haunt thr whole area. Skeletons 
and zombies tire used as laborers throughout the building. 
Fortunately, free wit led undead such as wights and wraiths 
slay out oT Hie more public areas. 

THE BUILDING EX + ERI0R 

The Mortuary is a sinister jumble of huge, mausoleum!ike 
window less vaults centered around a low, menacing dome. 
[Hack, spill el ike buttresses radiate from she building's center. 
Ihe streets around the Mortuary are the home of Sigil's tin 
clean, and are crowded with cheap taverns and board its g 
houses, Ihe Mortuary's deep shadows allow adventurers to 
skulk along without being noticed. 

i. I in I " • U • The main entrance of the Mortuary is an 
impressive double door of cuppcr-shea l bed inutwood, left 
ajar during rhe day but closed and barred by night. The gate 
is always guarded by a squad of Dustmen. 

\ skallow fl\abt of marble steps juum/ja rip betureti wa 
ri/ thi building's dark buttresses to o rnussor gate of capper- 
shea f bed nT md, /u'n small stone ffioiJ'dJmuM-s stand itt tl re 
bn!tom oI the slain. Vemri /JusMuen guards watch vour up 
prnaeh \s you approach, anc uf the guards usks. "iVeff, what 
r/Vnfl want with us?" 

Six Dustmen guard this entrance. Two are stationed in 
the guardhouses, two beneath the arch |at points la and lb), 
and iwu more in front of the gate. A captain supervises the 
detail, stationing himself near ihe arch. If any trouble breaks 
out. one of die guards goes inside to Area 4 to get help. 

The Dustmen aren’t in a hurry to start a tight, but they 
won't be bulldozed, cilher. fheirjob is to find out the visitors’ 
business ami poini them in ihe right direction, and in deb rut 
the Mortuary from any direct attack. Parties with unidentified 
bodies arc directed to the back door and told to knock, 1 ti¬ 
ne ral processions are ds reeled to Area 4. 

' I in I • 11 i The Dustmen use this entrance to receive 
deliveries, it k much smaller than the Main Gate and not 
often used, 

A flight of narrow steps bads up too sturdy iron plait'd 
door. Unrated htiU'ccn tiro black buttresses. \'o guards are to 
sight \ priest of thi Dust men, assigned its dour warden, on 
suers I'nnr kno\ k lh lots two zombies in low amt opens the 


ihitu slight hi fo ’.it ii' rim iiir minimi iu u doJv. “Du wo wish 
to see Die interment?" he asks. 

The gate is customarily left locked hut unguarded when 
not m use. In addition to the lock, the door is also secured by 
a heavy iron bar. if the door is forced open, ii makes a huge 
racket that brings ihe priest, zombies, and two guards from 
Area 12 to investigate in Hi4 rounds. 


1 I■ ■ i km ■ • i ' mi • These rooms contain portals leading 
to various places in neutral planes, including Meehamis. 
Acheron, Arcadia, I imho. Pandemonium, and Ysgard. Dozens 
of additional portals are available for more inaccessible areas 
of these planes in the catacombs, but the Dust men find that 
mosi nf ilieir cusiiuners 7 needs can be met with these general 
portals. In addition to the neutral planes included in these 
chambers, several portals lead in the more prominent prime- 
material worlds. 

Ilus taunt is paeetl with dark flagstones ami roofed with 
hairy *ir11jij mulls Blank dourwuys tarred nr vprurc /rrn Die 
walls. i ntpiy torch sconces amt black wall hangings iudicuie 
that ibis room irniv he used fat ceremonies [mm time to time. 
Tin idling i 1 - so low that those of you who are tali art■ forced 
to siooft to tit oui hitting vttur heath In the miter of the rfttfrtJ- 
rs a blank stone stab suspended by chains from the ceiling, 
allowing it to he faced toward any of the portals, it can be 
lilted to slide a body into the appropriate portal 

Eat h oT these chambers may have something unusual in¬ 
side, Hull Idb and consult the following table, 


l'i Mi m i -v This building k an open-air monumenl- 
l in a fee, the Dustmen will add deceased persons' names tu 
the Noll nf the Dead, Over centuries, the memorial lias be¬ 
come full of the tiny carved names. (None of ihe bormics nrc 
memorialized.} The Dus I men pay no at ten I ion to anyone in 
here unless something bizarre occurs, 

lour hill arches lend into ai\ open-air riiambnr afbiuck 
murhle. A surr/Zr smite mint w men/ stands in the center of the 
roam. In each corner att oil-fueled brazier burns. She walls ot 
ihe room art’ made of j oolished granite and arc corrred inch 
thousands af finely earned mimes In various languages. 

THE ITIAIN F L © © R 

- to i Mai . This chamber is used to 
receive guests or funeral pat¬ 
ties of importance, it is kepi 
spotless and reserved for cere¬ 
monial use only, five Dustmen 

stand guard here and also act as guides fur any visitors who 
need rn he taken Jo a different pan of ihe building. At night, 
only two arc on duly. 

This iinpressim eltatubet features a toll, euuttetl ceiling 
and u floor of polished bluck marble. The n ulls arc tht-orated 
with dork, -in nmt.fi/, cun-imis fi,, |ur two, depending on 
nihil' ol day l Diwanu trutt patiently ken Hn v offer - 1 ' 
sk/urur to von upon yuwr approach. 

The Dustmen will send lor any person the PCs request to 
see, or rake ihem to any portal they wish to view. If a light 
starts, one of the Dustmen heads for Area li to get help. In a 
real pinch, the priest will step into Area 6 and attempt to 
command the armored skeletons I be re, 
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Huu 

luG Snuai h ah ki s 

1 NuilC, 

1 fhe lapeMries, torch sconces, and braziers art- dis¬ 
tinct for each funeral. A chamber is deco rated with 
bright colors lor an Upper Plane transport;!I ion* or 
wilh infernal trappings lor the Lower Planes. 

4 A hotly prepared for a funeral has been left in place 
on ihe slab, covered with a sheet. 

'j I wo zombies are cleaning up the chamber. They do 
rtol attack unless a PT Interferes with iliem* 

6 A group of ld4 Dustmen led by a priest are conduct¬ 
ing an inter me itt. they attempt to apprehend t III- 
PCs, 


0 1 i , .i CilAMi ik This large chamber is not used in any 

burial ceremonies, Instead, it is reserved for gatherings 
ol Dustmen anti receives heavy tniffic- 

f’tittr vaulted pillars rise to meet rn tin opening j rr the 
ceiling overhaul. Red mid black marble flagstone* enrer rite 
floor jj'i mr intricate pattern. Trap lues, banners, ami coats aj 
turns hangfrom rath wall, displaying various Dustmen iri 
umpln. In each corner stand u pair of huge skeletons in an¬ 
cient Armure armor. they do not read to vnur presence. 

The skeletons are animated hill giant skeletons, but their 
orders are to defend themselves only if attacked, and to make 
sure that no one defaces or removes any of the decora tin ns in 
this chamber. As long us the PCs mind iheir manners, ihc 
skeletons rernnin inanimate. 

If the PL's manage to loot Ibis chamber, they’ll find ihtn 
mosi of ihe material is noi very valuable. However, uiirdceii 
ralive shield is actually a large shield +2 . iwo banners are 
well-made tapestries worih g|i each, and a trophy as a 

magical bastard sward + i, flame longue, file Dustmen won't 
lest until 1 he loot is returned. 


7, Memorial Hah : The Dustmen are occasionally paid to let a 
body lie in si ate and arrange for viewings. This chamber is 
used for that purpose. Currently* no one is being honored in 
this fashion. 

\ tall brn\\ candelabra stands in each corner tij tins 
room. In the center of she chamber there is a large stone bier 
with n gluss rorrr, it is unoccupied. 1 he floor is highly pal 
isbed matble tile showing signs of wear. 



K \-,n uia .ii • k Tliis room is similar 
to Area 7, If the Dustmen arrange 
mure than one viewing at a Li trie* 
they'll use this room as a 
secondary chum tier of 
state, h is also heav¬ 
ily used, and there is 
a ttib chance per turn that 
a party of td4 Dustmen passes 
through on an errand. 


M Vuk Y! I Kuiwis A number of small, 
locked rooms can be found scattered thru ugh out the Mortu¬ 
ary. There are all kinds of interesting things ill these cham¬ 
bers. Roll ldti to see what the general contents of any storage 
mom are on the following table. 


Hurt 

lob Contents 

I Empty. 

I Cleaning supplies, blankets, linen, 

3 food and drink, including sacks of grain, barrels of 
sailed meat, urns of wine, casks'of brandy, and a few 
normal rats. 

■1 Weapons and armor, including partial suits nf chain 
mail and sea Ic mail* shields, helms, crossbows, bolts, 
spears, and short swords, 

f. Burial materials, including assembled coffins, vats 

ol embalming chemicals, and ceremonial trappings 
suitable fora variety of customers. 

G 2d[j zombies or skeletons awaiting orders Irani a 
Dustman. There is a i'i'Aj chance that 1 lie last orders 
they received were so attack intruders. 

in. Vaw tit Thousands of bodies arc buried in or beneath the 
Mortuary. Most of these are interred in rhe catacombs, hul a 
number lie in the black mausoleums ihai surround the Dust¬ 
men headquarters, fhe ancient vaults sire said to predate i he 
Moiiu.ii> irevlr l lie Inlliiwhip is a description of a typical 
vault* 

Doors af twanze plate , carved wait hideous images and 
due turses upon aurorn rhe vault's occupants, 

guard this chamber. Inside , the wulh roHiurn scares u/ burial 
niches , most uf them occupied, iherc arc sr.r niches m each 
10 > tv foot trull section, and the raulf is tiro or three stories 
high. It must contain more than too undent eurpsesl Is has u 
central sarcophagus of gran sue, covered with earrings that 
flit you with fear. You fevl tis though couVe being watched by 
a nwhcruu.s presence, rmri rfte brutes uj the corpses crenir mast 
disturbingly us mu icu/fr he. 

Obviously, PCs intruding in this area arouse the wrsiili of 
liu- undead- fhe DM can create customized encounters in each 
of these vaults, ur use the guidelines below. All of these are 
very difficult for 1st- or 2nd-level characters, bill if ilie play¬ 
ers insist on snooping around in places of such obvious peril, 
Mien i hey deserve wbntever they get. The possibilities include:. 
+ Option L The vault coma ins a band of eight ghouls led 
by a glia st, who are feasting on ancient bones. 1 hey're 
more than happy to have fresher meat, *., 

+ Option }.. Each round ihe party remains in here, Ido 
skeletons animate and attack them. The PCs suffer a -■! 
penally to turning ulirmpis in (his sirtisier place, A 
skeleton warrior lies in the main sarcophagus, find ap¬ 
pears H'd’ter four or live rounds. .,, 

+ Option J. The restless spirits of the dead haunt the vault 
and defend the bodies from any would-be grave looters. 
A sped re and IdG wraiths guard the chamber, hul give 
the party a chance to flee before lhe undead attack_ 

There is a small amount of treasure hidden in and 
around the various vatihs, if the Pis are foolish or deter¬ 
mined enough to search for it. Each burial niche is 10% likely 
to contain a random piece nf jewelry on the hones of its oc¬ 
cupant. I here is a vin chance that each niche contains a 
weapon or piece of armor, There is a id20 chance that any 
armament found in a niche is magical; otherwise, the passing 
centuries huve corroded it beyond use. 


+ m * 


II . I - Vmu Toranna explored the vaults when she 
first enlisted in ills.- Dustmen, l>ul Ikiil lu Hue fur her life from 
must uf them. However, she found one vault dial was free of 
any horrible undead. She' uses this chamber ii.u storing things 
she doesn't want other Dustmen to find - such as the PCs if 
they (Jet captured. At tlte mo mem, the only things here sire 
four skeletons that alluek anyone who enters, and Tnrannn's 
cache that is placed inside the empty sarcophagus. Er includes 
a map showing a rough layout of the Mortuary, with the por¬ 
tal leading to ihe I lemental Plane uf l ire circled: a journal 
listing all (he bodies find were diverted to the fuck insk-ntl of 
being i none rated normally It here are almost 40 names in the 
list, including filial h and fylarkj; a letter from (Jrecu Marvcni 
to Toranna, including his orders in her; a scrap of paper with 
ilie phrase “Shadowkrtave at the Blood Pit. 8 o'clock"; a put hot 
of heating, a potion of uudead cuntml* a pat ion of iueiaibifity, 
an oil of elemental invulnerability (fire), it scroll of prottwiian 
from mtdead, and a change of clothes. 

The leu er from Marvent reads: 

“Pnftftttrri - C'nn^rnhu/firiott.t ont your success in joining 
ihr Dustmen. You're marie e.uvllent progress, As jcc dfsej/vred 
earlier* the Flenud Rau Hilary plan is mm hi prnctwv, look for 
/narks behind the right ear of unknown or unidentifiable 
corpses, ujji/ ntnkr sure l hat they urc vrnnufni rrr the Flementaf 
Plane of Fire, using the portal ur identified. Move gulrkly: ihe 
sods'll revive in sit or eight hours, nod that would be uii/invn- 
nate. (lest wishes, hfanvnt." 

If the PCs have been, captured, Toranna bimls litem se¬ 
curely and lacks them in this room with four skeletons as 
guards. Id escape, the PCs will need i n get free of their bind¬ 
ings, defeat Hit- skeletons, and then get pass the locked door. 
Their weapons anil armor are in the hack of one of the burial 
niches. If situ PCs jail to escape, Tunuina receives orders si day 
later telling her in knock nui the PCs and send them through 
the portal. 

I J. . ti o :■ i ' • Tliis is Iiif rniraricc in the faction heath)urn 
tens area. A squad of six Dustmen are always on dmy here. 

I here aren't any good reasons for the PCs to he here, and the 
Dustmen react appropriately, 

flits dntmfciv represents a distinct change in architecture 
from the vaults of the flfortunnv It i is firmer and decorated in 
sturdier ce/nr.s. \ group of Dustmen are sitting ai a table play 
ing u game of chantr. they immediately tre wn and get up. 
“You're not supposed to he lure," one sites* 

The guards at lack ihe 3 3 Ls unless they come up with a 
very good cx pi a rial ion for their presence, liven if she Iks 
manage to excuse themselves without a light, rite guards 
think about li for a round or iwo and then decide that they'd 
better follow ihe party and look into things. 

i s, I . killing At night, this office is locked and unoc¬ 

cupied, During Ihe day, td4 Dustmen and a priest work here. 
Non-Dust men are pro hi hi led from Hi is. area. 

This smalt office features a number of huge filing eubi- 
nets, stuffed with nil kinds of documents Secern! Dustmen 
clerk's are try'ing to sort papers. As vnu enter, fit rv hrnt up 
and djst hi surprise, “Who are eon?" 

The chief function of this office is io keep a record of 
every interment performed by the Dustmen. In addition, 
records concerning faction membership are kept here, li will 


lake a IT about two flours m find the dale, lime, and local ion 
of any particular Irnrial. [Mast of the bunnies have been in¬ 
terred in the last six weeks.) Ife clerk can he forced to help in 
the effort* it will only take about IG minutes to I uni ihe Infor- 
nuiliun. 

it 1 mm I mi t , At nighr tliis room is locked and unoccu 
pied. During the day DIG Dustmen supervised by n priest and 
a mage are here, performing research on various topics. The 
small room adjacent lo the library is wizard locked and enn- 
lalns the fad in it's rare volumes. 

This room is rr lihrar\ Crowded bookshelves line ihi 
walls, and huge wooden tables rn she center of the roam arc 
i tarred with curious tames and treatises. Several Dustmen 
are here, absorbed in their awn studies. -Is ism infer, l/trv 
glanet up and usk, “lit e. irre vim supposed to he is ere?" 

Under no circumstances will the fits he allowed to start 
looking through the volumes unless they have an escort of 
Dustman, and a high-up one at that. The library is mostly 
concerned with burial practices anti site-*, the urulead, philo¬ 
sophical works on death, and lists of gravesiles. Hie rare vol 
umes include dozens of especially valuable books (any of 
them would he worth 100 to GOO gp to a collector), plus sev¬ 
eral tomes on nLLTumanlic magic. Several contain spells arid 
potion ingrcdimi lists. 

If n fight breaks out, the Dustmen are careful not lo 
damage any volumes. The guards from Area 12 come running 
lo join the fray, arriving in two rounds. 

I ■ Kf l i Musi of I he tower-ranking Dustmen gather 

Here for meals. During I lie day, a few I Just men are almnsi al¬ 
ways here. At nigbi riiu place is usually empty. 

IVundew tables tine the i culls of this lung, narrow hall 
Planners anti cools nf arms decorate the walls, hat most are 
rrrv dark ttttd somber Atmos I a doirn Dustmen are assembled 
around the carious tables. Hulikt most gatherings, tin mood 
is eery softer mid gniel Conccnaiioits come to tt stop us row 
cater the room. /bm/Ju. our eapiain stands up. " Who arc com 
und what ifvuu jfn itA; eon‘o' doing Jfcrt?“' Ire demands. Other 
Dustmen begin ta rise, hands on su'ordliilts 

Again, the PL’s may be able tu fasl-talk ihctrway out of 
I his jam ifibey can offers reasonable explanation and ini 
mediately retreat in a different direction. The Dustmen may 
believe the heroes to he a mourning party that took the 
wrong (urn. If the PCs don't lie quickly and convincingly, ihe 
Dustmen will iry to capture or kill them. There are If in Dust 
men here, including ihe captain, 

lb kilt m The lower-ranking Dustmen rotate through ibis 
duly. The cooks work odd hours, rising long before dawn 10 
start working on the next day’s meal. 

Tots und pans hang mrrhead. and ntur meal is roasting in 
njyi targe hearths, fiftr (?i;r/nvi A crowded and discrgmnred, hut 
efficient. Vfr sjmmm? men and wnuinr urc preparing food and 
washing dishes. \ haunch of meat sizzles aver one fire, and u 
huge iron pot uf stew bubbles over the other, line if tin < aid's 
catches sight oj the put tv and says, “Dinner’s not for threi 
hours. berk. Del out of here Injure wc report mu. 

Unless the PCs are dearly a threat, the cooks Ignore 
[hern and continue their work. At night ibis room is empty, 
and the hearths are cold. 
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I/, C -.'i'h* FT him This room is occasionally used as a meet¬ 
ing thumher. A couple nf small tables vs- ii St a dozen or so 
chairs are in the miter of the room, and along one wall (here 
iiix.’ three ktof eider At ilir moment, the room is unoccu¬ 
pied, Inn there is a lor of traffic in this area. 

Ni m mi. : Each of these rewms is the temporary home 
ni idan Dustmen. Die smaller chambers belong io I(13 nf 
middle rank, while the large chambers are open htinkrooms 
shared by id 10 + 10 low-ranking Dusimen. During the day, 
mu si of these rooms are empty, bul at night the residents re¬ 
turn fnr sleep. 

Each Dustman is provided with a small bunk, a locked 
trunk, and a little closet space. The large bunkrooms are very 
spartan, and resemhlr military barracks. Generally, tmly 
hIG-S (0 to 'V| EJiisimcn are present during the day, Iml most 
everyone is sleeping here at night. Most tti the large 
hunk rooms tire standard Dustmen or Dustman guards. 

! he smaller rooms tend in be more comfortable, I'here is 
a ld2U chance per occupant that someone is present during 
daytime. Dustmen who merit individual rooms arc lighters, 
priests, and mages of levels Idb + 2 [3 tn g). Roll on the fol¬ 
lowing tables to see who lives in any given room. 


Rou 


HriLi 


lob 

Cl. ASS 

IDG 

Race 

1-2 

lighter 

l-l 

Human 

i 

Thief 

4 

Crithzerai 

4-5 

Priest 

5 

Helling 

0 

Mage 

b 

Other 


i ;u-li I Aim iti;i ii\ jhu-.iIl' possessions are kept locked in :i 
trunk or lout locket, tlothing, an extra dagger or short sword, 
and possibly (7 5% chance) a suit of ring mail or studded 
leather armor tan be round in each trunk, ltt addition, id 10 
gp, !>d 10 sp„ and 5d10 ep can be found in any given locker. 
Higher-level characters are more likely u> have interesting 
things in their lockers, bin Pis who try to loot the dormitories 
will be caught sooner or later. 

THE UPPER ft.©0R 

I ■ i ■ iv I’his chamber is almost identical m the 

other tlumiitorics that surround it, Toranna is earefui to keep 
any incriminating evidence In a different part of the building 
iArca IS. to be precise). She keeps odd hours and is often 
Hone for most of the night there is only a 1 in 10 chance of 
IInding her in her room, 

A thorough search of Iter belongings reveals a holy sym¬ 
bol dedicated to Cyric, a pair of heavy keys (used to secure 
the crypt when she's not there), and a small pouch full of red 
glass beads. The beads are used to open the portal 1st the IJc- 
metiiaJ Plane of Fire. Her other belongings include several 
changes nf clothing rind a pair til'earrings worth about 75 gp, 

■II i'i i> - ambeis: T hese large, dpern rooms are used 

to prepare bodies lor interment. The various tools and chenvi 
cals of tin 1 phi Palmers fill the chambers. 

Iron chains hang from a track system frr ihc stone rn7- 
rprr/, su/ipartfitg rnW sren 1 draped with sheers. Aimusf u 
dozen of the platforms arc wittered through the mam. setrral 


u'it/f bodies sprawled turr the mi. A feted sltehes u'tf/i jm /.«, i ti 
faui-sinelling r J; i'jji jru / \ tmd rails of while I inert (if re fire 
u •alts. firt.vfv muffs, pumps, mid cutting instrument'* art 
n rrunifed be the bodies to t tl\i‘ stubs. \r the Jai end nf the 
wain an open balcony necrlanks the central chamber 

litis area was nnee a gallery or council chamber I hat has 
been appropriated for use as a preparation room. Although 
these two chambers are eerie and unsettling, there's nothing 
immediately hazardous or usefuI in either room. Ihe embalm 
Irtg die mica Is are poisonous (type F if ingested I, and a num¬ 
ber of instruments akin Ip daggers or knives can be found. 
The bodies are unremarkable. 

21 . Eubai MLR5 CHAMBER: This room is identical in the prepa¬ 
ration eh anthers (Area 70] except that a group of Dustmen is 
at work here. Arid the following description for this mom. 

firry one gf the iron stabs is ttecupird ru this chamber. ami 
m tend Dustmen ntr at irorT prepurimj r/ic bodies. Sis sundries 
stand by, eKnerritimdiy moving bodies Irani platform la plalftimi 
tis ordered hy da nnhahners ,-U itnj enter, jin Dustmen luoi up 
w surprise. "What ate you doing here/" one detnam/.s, 

U the PCs enter ihis room during the Mortuary s open 
hours, the Dustmen are satisfied with any reasonable expla¬ 
nation. At night, they assume that the P( s are intruders and 
order them tn surrender. If the PCs don't, the Dustmen attack 
after ordering the zombies to “Get ihem!" 

■ i' . \<• This chamber Is identical to the prepare 
lion rooms and emhul hilts' chamber, but is used tin h differ 
crit purpose. When bodies are first turned over to the Dust¬ 
men. they are seni here to be sorted and lisred, This room is 
always l>u_sy. regardless of the time ol tlay, 

/rojj shrines line tin malts of this roam with street rue 
ered bodies lying on rtreru. (/.luin supported platforms hang 
throughout the roam, supporting pHorr bodies, Tberr an of 
terpvf frrrp dovett jji be re\ Seeerrii Dustmen ore. flreel'bijf over 
the tun|fes and writing aur toe tags. \ huge, dusty iWnnu 1 Mts 
fprp a desk in the mam's eenter in trhieh n scribe nur.shutj/r 
oifltes mines, Zombies s7jfimfi/v hnrft and lattit. inonng the 
hud it s w and out as directed by ftpr DirsfrtfCfJ, 

During the day, (he Dustmen assume that the PC's have 
wandered away from their escorts and offer to show them 
hack in the waiting area. At night, they assume that the PCs 
mean trouble, and order the zombies to catch them, while 
they send a someone For help. There are lour Dustmen, a 
mage, and six zombies in this room. 

There's nothing unusual about the bodies, 3iui if the l-’t's 
examine the book they'll find that someone named Toranna 
signed for each barmy nr hubher 1 hat was brought here, in¬ 
cluding bliath and Tylarir. 

2 J. Inn kmi nt tut min ns: These moms art* very similar to the 
Interment chambers described in Area 5. Hie chambers on 
this level generally lead to Upper or lower Planes such as 
l-lysium, the Gray Waste, the Bca&tLands, or farceri. Refer to 
Area h for the unusual features that may he present in one of 
these chambers. 

i Mu matter what time h is. the PCs encounter 
a burial party in this rnnm, Six Dustmen are interring one ol 
their own in a portal leading to Pandemonium. 
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Cray [‘urfff/w-s and iron scoricr* unfit vcltou' flu tries frame 
this c/rumtH'* in leaping shadows. I body wrapped in tight 
bluek sheets ties on the platform, anti sii Dustmen stand 
uround lhe deceased. As euu enter. the Dust men took tip. and 
then eves narrow to anger. *Whtt dares to disturb tutr cere¬ 
mony?" grnurLs oar. 

Ihc Dustmen attack any PCs who enter no less ihey can 
conic up willi an excellent explanation fur iheir presence. 
There- are live Dustmen and one priest hen.-. 

“ \i ' . Ptiki M When the PCs enter this room, they find 
one zombie standirift before a portal leading in a graveyard in 
the Out hind town of Plague-Mon. Unlike most in the Mortu¬ 
ary, i las is n regular portal 1 i 1.11 opens with no key. 

iTiis cAurttfar is hare of any trappings except for an iron 
platform A zombie stands motionless beside the slob, ignor¬ 
ing you. Suddenly, one oj the blank stone arches glows u'ifh 
Mur fight In a mronrur. n dim. \ rimson landscape appeals 
inside r own oj dark StOPtt with ra/.on ine covering the 
building mulls appears within the portal, A grace yard js in 
the foreground 

Thr portal persists for two nr three rounds, and then 
vanishes. The zombie is posted pert- to watch for portal open 
mgs anti stop any non Dustmen from entering the Mortuary 
from ill is doorway. The EK's can use this port til us an crtirr 
gency escape front the Mortuary, 

'ri I • i • ti ir Ihis room is protected by a door of 
heavy iron plate with two massive padlocks |- 2 G l 'ki to open 
locks attempts). The Dustmen store weaponry here in case 
they can’t get tr> their main armories in the catacombs. 

The armory is guarded by two monster skeletons similar 
to the skeletons til Area b. They are under orders Iti attack 
any iion-Dustmcn who enter this room, hut will not pursue 
any who flee the area. 

The armory contains 30 spears, },b short swurds. 1 b Eight 
crossbows wit In lb cases of 20 hobs each. 4 suits of scale 
mast, 12 suits of ring mail, b shields, A helmets, and 4 long 
swords. In one comer there is a locked trunk guarded by a 
spring-loaded dan trap that attacks vvEIh a THAC'G of lb and 
indicts Irifi points oFdamage nn anyone who opens the trunk 
without find disarming the trap by using n secret keyhole on 
the trunk's hack side. The irunk contains a dagger +2, a long 
sward + /,six quarrels + 2 , a pultun of healing, and a Ji'uuif of 
magic missiles with ] 3 charges. 


'I . ( n t n,\Mii The leaders of the Dustmen 
gather m tliis room for meetings. The room is customarily left 
open, hul is not used very often. 

\ trtftfr of dark mahogany dominates she center of this 
room. It is ringed hy chairs with high, arched bucks, TCn 
icrr//s ure covered with dark paneling, On one wall hung s a 
massive nipper symbol - the emblem of the Dustmen tine 
sent clearly must belong fir flic high-up man, since it s ven- 



semi beneath the faction's svmhal. 

On the underside of the table in front of (Ills seal 
ihere is a lighi crossbow suspended from the table, 
loaded with a magical quarrel +2 smeared with Type L 
poison. The chair also has a secret lever that opens a 
trapdoor for someone to make a quick gel away to the 
hallway outside Area 1 i. 



day, there is a E in 0 chance per 

turn that a group of Dustmen captains mid mages will conic 
in for a mining of some kind. They won't lake kindly to the 
presence of intruders here. 

18 l M tut Set *1 wtY + s Qftici : During the day. this room is 
open, and occupied by I lie factol's bodyguards and appoint¬ 
ment see tel ary. At oiglit. the door is locked securely and also 
wizard locked at the 12 tli-level of ability. 

Ihis chamber is lavishly appointed with souther furnish¬ 
ings that remind one of u coffin. A desk sits in one voruer and 
bookshelves Iftt t tin • Wails, I stndi\ms ohm jji fht uilws of n 
mag r ids behind the desk, making oofrs in a gurrrru/. Pv the 
opposite than, two tough-looking warriors stood guard They 
instantly challenge, “Whoever ynu arc. gnu Ye cotnc to the 
wrung place. SOirr npJimrinp, and do if quick*” 

This is definitely irouble for the PL's. The two body¬ 
guards are fighters a I Jeiist three levels higher than the aver¬ 
age party mem her, and the wizard is a fellow named Ko- 
mosahl iTevanl jPI/ 'h/W| 2 /Du/NEJ who is rhe second-rank 
irtg member of the Dustmen, Alt three are protected by paw 
erful magic, such as sfotieskin spells, and have magical 
weapons and armor. 1 hi' party shouldn't win any fight here, 
so equip these MFCs as necessary. 

Alter one or two rounds, tile Iaetol and Ins personal 
guards from Area 2 M come out to see what's happening on, 
arid Three rounds after that Dustmen start arriving at the rate 
of Ma |K i r round to capture the Emruders. 

IT the PCs immediately knuckle under and oflTr a good 
excuse, they might walk away unscathed - Komosaiil can Ire 
persuaded that the PCs are a group of mourners who look the 
wrong turn. He'll esean the IT s to the front tluor. If the PCs 
surrender* the Dustmen hear their story. Refer to "Getting 
Captured" in "The Murtuarv" section of this chapter. 

If the PCs get in a per hours, they can remove a number 
of valuable documents from the bookshelves* Due of the rlor 
it met its is a fist of the portals in the Mortuary, their destina¬ 
tions, and their keys. They lead in any place the PCs might 
want to go. and plenty of places l hey don't. 

2 i j, Fai tiw s Orutr; Like the secretary's office, the factors of¬ 
fice is usually occupied during tiie daytime and empty a I 
night. If the heroes somehow manage in break into this 
chamber, they'll find even more trouble than in the score 
inry's office. 

The faetol's office is excitacaily furnished with memertlos 
and decorations from many pin lies and prime worlds. Secret 
safes conceal rare measures, bookshelves contain a number of 
potions and scrolls, and several extremely valuable objects ol 
an are scattered throughout the room. 

Die facial himself is a powerful lull named Skall (niort- 
ster/W19/Du/NE|, who has run the Dus! men for several hun¬ 
dred years using various dins ions to present di fie rent laces to 
different people. He's attended by two elite bodyguards. Skull 
is powerful enough to kill or capture the PCs without hreak- 
ing a sweat, if die PCs do fall into Ills hands, lie will drag the 
truth of what's happening out of them and then send them 
into l he plane of Fire as cannon fodder to put a stop io Mar- 
vent's plans. 
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U V nigh I, all E i n in hits to this chamber Eire gu^rdttl by 
MmiJwk of fear. A squad of six juju zombies make sure that 
ticim- of the facial's belongings arc tampered with when he's 
not here. One of ihe interesting features of the room is the 
iMMi'm .'Imm'I , w hi h ■, .1 ....I 1 1': 11 i rip, diiivlk tu r -h e\\ n.i I 

of'the Dustmen on the Negative Energy Plane, 

TH € ©VCRVAUL + 

iu. Thi Ovi kvai ti; This low chamber sirs directly beneath the 
ifirm'. Portals leading to Hie various Elemental Planes can be 
Ion i ill hi I In- small galleries that surround litis chamber. I he 
area is only lightly trafficked, 

file upper level of the Afomnrry'v dome iv erne rrpmi.Mir 
r'liowihe/; divided hy tfie ea ufririg 1 that supports tht moj. Nur- 
rnw galleries ritrr umurrd flit perimeter of ore mom, with tlurk 
portals gaping. Chains suspended /rant the ceiling support a 
rrudirhcir of iron platforms similar to thast in the chanthers 
heluw, 'several shct't-drapvd frorf/es. await interment, anti see- 
ci'iif /unftfto shamble ahwtt tht room, aioetng tin hndic>. or 
greasing the chow tracks, knnu rare comet o brilliant reddish 
Sight dances beneath the roof, 7’u'o fJiM.fojru ore standing tie 
fore a portal jilted trith raging flame. Tltev scent ahout ro sink 
a hotly through the portal, 

IT the PCs have noi met Tormina yet, or have no real idea 
of what's going nit. they encounter her at her work, loramta 
a in I her assistant are interring ihc body of a barmy that was 
jus! received. Of course, the barmy isn't really dead - he's 
been nli'eeied by a feign death spell, and Toruiina is sending 
him to the Citadel of IHre. 

When Tormina sees the PCs. she orders the nearest zom 
hies [there are four of i hem I lo attack, nod sends her assistant 
for help. The assist ant n't urns in six rounds with die squad ol 
Dustmen from Area 12. In the meantime, Turunna rights a tic- 
laying action. 

Tormina has a pouch on her bell with dozens of red glass 
hearts in it, the key used to open Lhe portal tu (he I lenient til 
Plane of I ire. lhe portal is open when the PCs arrive, so they 
can gu through il if they move quickly. 

IfToranna is captured, she resists questioning. If she is 
rhArmed, she can give the party most of the details of the 
Eternal Boundary plan. She knows that lhe Shadowknave Is 
working in ihc Hive lo Hi id bum lies to send 10 her, and she 
knows dud the bodies she receives tire not incinerated hut in¬ 
stead picked tip at the Chtidel, "She suspects that Marvent has 
some use for them, bill doesn’t know that they're being re 
turned to the city of Sigil. 

T H € Pea + AL 

The key lo the portal is a red, glass bead, which is consumed 
in the opening. When the portal opens, it appears to enter 
Into the heart of lhe Elemental Plane of Fire, Nothing but 
raging flames can he seen from this side. When u PC passes 
through, go on to Chapter Ilk The Citadel. 

31. I v. mi - Ui \kti These chambers are reserved for SkalL 
All hough lie tins hide use for them, he maintains the illusion 
of life and red res in This room to read or study at night. The 
door lit lids room is wizard locked and guarded hy a symbol 
of fear. The windows are barred by wolfs offeree mid further 


warded by syniho/s of hopelessness. The walls and Hour it re 
made from special mortar (hat prevents the passage {if phased 
or fripcmrt characters, li should he impossible for The PCs to 
gel in here. 

Even If the PCs do manage in get in, they'll find that 
Ska!I has a very powerful tnnar'ri familiar la glabre/o of 
he/rou is appropriate} thai is more than capable of taking 
a pari the party. The tnnar'ri attempts to capture lhe PCs for 
questioning by Ska 11 later. 

The other quarters on this level (Area SO) belong to 
Skulls bodyguards. Refer to the description nl die dormitories 
for details of their conic nts, 

■ f v i m in l m . i Fhis rooms are reserved for the use of 
Dustmen wizards, A fine supply id magical and alchemical 
materials can be found here. During die day. Id3 Dustmen 
mages are conducting research or brewing potions hi re. Ai 
night four juju, zombies st and winch, 

I ontj work tables lint the walls, with scroll-racks und 
itihinets containing unusual chemicals. This room is obri- 
omri ii u■ i • 11 r.J’s fid'iUMrrioc Si i - nft r,i perinn nl\ appeal la he 
jrr progress: lhere are bubbling beakers, strange apparatus, 
and pages and pages of noti s seattered nrnveJjivr 

Neither the wizards nor the zombies will allow any in¬ 
truders to remain in this room, hut if the PCs somehow man¬ 
age to evade detection, they’ll Rnd n number of Interesting 
things here, A thorough search lums up 3dEi random potions 
and idJ random scrolls. Magical supplies such ns diamond 
dust, sulfur, and powdered pearls, can he found. If (he l J Fs 
It mi i ids room for everything of value, they can find 400 tu 
1.400 I 4 dbx too] gp wurl.h of materials it> sell later. 

3 J Sin i i : Dedicated to the powers of death, the various 
priests belonging to the Dustmen use lids chamber lot their 
observances, h is usually empty at night, hut during the day 
Id! I (0 tu 2) Dustmen priests are here, involved in prayers 
or study. 

An altar of Mark stone stands in the center aj this chant 
her tapestries of dark purple ntnl black dcearati the roam, 
and loa/icrs smolder in the earners Standing before the altar 
is n Dtisimun wearing rcreniauial robes Sir skeletons flunk 
him, with battle ti res hr rtreo brmy hands, lhe Dustman turns, 
startled , as twu rnlrr. 

lhe Dustman priest assumes the F’Cs are new recruil.s 
and dismisses them, Hitlden iu ihi 1 aliar is a concealed tom- 
pmirnrnl with six pieces, of an altar service worth 75 gp each. 

M tn -o i .i vim A permanent portal leading to rite Nui 
iaml town of Xaos is in this chamber. Six Dustmen guard the 
doorway agairtsl any intrusions. On occasion, the Dustmen, 
use this portal lo smuggle people mu nl Si gib 

lhe first thing thui meets yo«r ryn w this mom is a sin¬ 
gle glowing dourway in the middle of a stone trail. Otherwise 
ihc i hanther is piuor, wiih srniccabh furniture and a shut 
rated window. A group of sir Dustmen stand much here. 

When the PC's enter, the guards assume that ihey are in¬ 
truders and demand the party's surrender. The portal is an¬ 
other emergency escape route lor tht PCs if They get in serious 
trouble. (If course, ihc guards have something to say about 
that. Unless ihc PCs can come up with a good story quickly, 
the Dustmen attack them. 
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Hit- heroes’ path leads to only one placet the Mm 
luuiy'S port liI io (he Elemental Plane of Fine. The 
only mystery left for the PCs (o unravel wails on 
the other side. 




CHAP>fiR III: 

TH« E+CRNAL 
BOUNDARY 
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+ ® a NEWLY ARRIVED 
DEADER’ 


The Illuminated have positioned a small is¬ 
land of rock ar Ihe portal's terminus in the Ele¬ 
mental Plane cl’ Fire. This island is an asteroid 
til' black stone, surrounded by a 100-yard zone 
of breathable air* I he air is maintained by an 
enchanted pent. Otaiside this safe zone* the end¬ 
less inferno rages for as Ibr as the eye can see* 

I he Citadel was once the palace of rm 
efrecti prince, but has been abandoned for hun¬ 
dreds of years. The Illuminated use it as a base 
in the plane of E : irc. Its location is ideal For suiting the 
[leaders who come through the Mortuary 
I ah The bodi es marked hy foranna in 
the Mon nary are 
se t aside To r re¬ 
vival later, and 
(he rest thrown 
Into the flames. 
Once a barmy 
Has been revived. 
Illuminated clerics and wizards 
work to cure or suppress ihe vie rim’s 
insanity* When tin vielim is lucid 
again, a charade of divine 
intervention is set up to get the 
barmy to willingly serve as an 
agent of the Ilium mated. About 
once a week. Mmveni’s agents activate (lie 3 nwer Ward portal 
and transport the new recruits back to Sigil. 

Once the PCs gel ibis far, they should identify ihe residents of the 
Citadel as enemies. There are three plans of attack the players are likely to 
use: they can assault the Citadel, they can masquerade as deadens* or they can 
try to blufT their way In by pretending in be in on the plot. 

Assault. Attacking the Citadel is fairly easy. The heroes may use any num¬ 
ber of tactics* Resistance will be light hi first* since the Illuminated don't 
expect an attack from the Mortuary, hut the villains quickly get organized 
anti mobilize to iitcel the threat. 

♦ Masquerade. Hopefully, the PCs look the trouble Id mark themselves! Oth¬ 
erwise* the Illuminated will casually toss them into the lire once they arrive 
at Area I. If marked, the PCs are taken to Area 16 and placed In cells until 
revived. 

+ Slit//. A bluff only works if the PCs gel the details of the plan from 
Tomnna before coming here. The Illuminated aren't expecting any rein¬ 
forcements nr messages, so the PCs have io invent a believable story, II 
they pull tl off, they'll he given free run of the Citadel* 

ItM Nn • Unless a PC is magically protected, one round's exposure tu the 
Elemental Plane of Fire is sufficient to kill a character ffhe fails a saving throw 
vs. death. Even If successful, (he PC suffers BdlG points of damage almost 
certainly enough ta kill any low-level PC, 

I'lie Iasi encounter in this chapter, “ file Illuminated," can he run anywhere 
in the Citadel. Imogen leads her elite guards against the PC party once the he¬ 
mes' presence is discovered: they track down the PCs to end the assault. Play 
this encounter mi the most dramatic moment possible. 
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i Khhvim Pi m m '' vi Hi is terra ce is rhe receivi ng end o l‘ 
the portal from (lie Mortuary. The purlal Is (wu-way. and as 

Jimp as a character JleI^ ;i red glass head, the ponlaE can he opened at will. I lie por¬ 
tal lines out over [lie dames, and is 3 feel above the terrace level. Trout (he other 
side, it seems to lead directly into the names. 

You find yourselves stumbling onto a wide Jlngsfoin: terra re. u /tier curb nogs it. Behind 
ntitl ubore t'ow, o wall of sheer rock bars the uvy . A set of none ctnir.v a scends away from the 
terrace along the cliff fact, Flic plutform looks out out tire / /cot rood jfllfljtr of Fire, a raging mfemo that 
surrounds the rarity island entirely. A bottomless gulf of flame ties beneath the platform, hour armed men 
regard w« terrli susprermr udirn yoti arrrrr on rite platform. *7 don't know wl m eon ore nr where yrm 
thought yrtJi were going, hut yuw'iv ermre to the wrong plane, berk,” sjrv.-i rirre “fJraji yrmr weapons!" 

If the PCs arrive by playing (lead, the armed men simply pick up their bodies ttnd stack them beside 
lhe cliff wall. 

Three of the men are Illuminated guards (see the N] 3 C roster on I he Inside cover), and the fourth is 
Alver Kcntl. an Illuminated priest who supervises (he handling of the ha ranks on the platform. If a light 
breaks ou(, Alver orders one of the guards to go to Area l to alert the Citadel. Alver looks for a spdlcasirr 
and uses his alienee spell on hhn. If a PC gets close to the edge tie lurgcis him fora eonuuatid “leap!" 

Any of these guards can be inicrrogatcd ahom the complex. They know roughly whal is in each 
room and how the operation works. I he guards also know that the gent In Area 10 musl not be disturbed 
for any reason, since tt renews (he safe puckei surrounding (he Citadel. 


1 J J .i ■kt.i: This sione landing is suspended over empty space, juEling out from ihc Ciladel’s side. 

The Illuminated use it as a guard post, 

■\ platform of stone tuts out front the side of the el iff. Fire well-united UahgnbUns keep un alert watch 
orer the area. A hail is in sits loaded and drown in the eeatvt of the platform, mounted on a s a 1 imp tig pivot. 
Hie hobgoblins challenge yon as you nsmid the stairs. "Haft! kV/ro goes there?" 

The hobgoblins are mercenaries hired by Marvctu to help keep the Citadel safe. They assume that the 
PCs arc intruders and move to attack. The hobgoblins aren’t familiar with ihc plan, but they do know that 
drunks and barm3es arc carried past their post on occasion. They also know that they are not supposed to 
go near the temple. The ba I list a cannot be turned to fine on the Citadel. 



* 1 1 ''.vi k tii ! t k i; Kami ids who tend toward evil alignment are led through this hallway on (heir 
way to meel the "‘avatar* of their patron deity. Whets some 
one is tiring programmed, the mages use illusion spells 
to dress up tills area and make ii appear (o tie pan of 
the Lower Planes. 

This hallway is decorated with sinister earn¬ 
ings and doth wall trap flings. The alcoves hold 
st at tit's of fierce fiends in various grotesque poses. A 
gate of black iron lies at i/re end of the hall, emblazoned with terrible runes and curses. Broken hones and 
rusted pieces of armor litter the floor of this passageway 

Despite appearances, there is nothing particularly dangerous about this passageway. However, rhe 
door is trapped with a glyph of warding. Any character who approaches without making a secret gesture 
must make a saving throw or suffer Ld2 points of damage and be struck bli nd for Idb t- 1 rounds. At the 
same lime, a magic mouth proclaims, "FOOL I NOW YOU SMALL RECEIVE THE PUNISHMENT YOU DE¬ 
SERVE! ADVANCE IN I 11 THE HAI L 0F : JUDGMENT]" 


1 l ii 1 .. i Ham 1 bis chamber is the stage for barm its who are meeting Lower Planar "powers,’' li doubles 
as a meeiing hall and refectory; when the theatrical (trippings are needed, the tables are removed and the 
kitchens closed down. At the moment, Severn I hobgoblins arc removing the tables ill preparation fur a di¬ 
vine performance. 

The walls are rocered by dark tapestries, tir arrases. A throne of black stone rests tot a dots at tin 
room's far end. Smoking hra/ivrs stood at cither side of the throne. Sacra! hobgoblins ore rarrying tables 
front the renter nj this room to rrrrAn hidden by she arrases Six tables hatv already been stowed, and Jaw 
remain in the room's center 
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When the tables arc re¬ 
moved, the chamber heroines much 
more imposing and threatening. 

There are a total of four hobgoblins here. They have 
been temporarily assigned lo kitchen duties. When rhe PCs 
enter, the hobgoblins Think That they art* new reinforcements 
and let rhe heroes pass unless the PCs do something oui of 
(he ordinary. They defend themselves if attacked, 

I'he curtained alcoves contain various supplies, Totaling 
six barrels of sailed meat, .15 sacks oI grain, four sides of 
curing beef, two picks, three axes, iwo hammers, a keg of 
nails, four 50-fool tolls uf rope, and four kegs of weak ale. 

S 1 . ri Mi O' 11 k : The hobgoblin detachment hired by Green 
Marvcnt is quartered here. The room also doubles as a watch- 
post, since its arrow silts Look out over This side of The Citadel 
and command rhe porial platform beneath. 

This is a writ in re ft a if If room, tmrir oner <t do/eti hunks 
lUiii hairy joaliackcrs lining ffte walls, An rquijuwnff rock 
sits 1 4t die miter oj'tht room. Three arrow siiis hoik out tnrr 
the raging fires outside. lurid orange light blares through tin' 
si i/s Four hobgoblins are throwing dive in the rtimrr. A c'eiif 
cuter. iht hohifnhUns leap up nml sci/i their weapons, rushing 
ro 1 ftp attack! 

The hobgoblins are only wearing partial armor and are 
AC Fi. They can arm 1 hem selves normally, A search of this 
room reveals three suilx of scale mail, a sei uf cloaks embla¬ 
zoned with a Ijdtess eye (the IlluininaiecTs symbol), five 
spears, two long hnws r and 24 arrows, The foot lockers eon 
lain a tDtai uf 78 gp. 155 sp, and ?23 ep. 

The hobgoblins were enlisted by Marvent in Plague- 
Mon. and know that people are received in Area I, detained 
In Area 16. and then sell! off from Area 13. They don't know 
why, or what’s being done to them, 

0, Tin Km ittv The Illuminated garrison doesn't enjoy many 
luxuries here, and their diet is one of their chief hardships. 
The kitchen is small and rim well equipped* and the guards 
eat more cold meals than hot ones. 

A single dirty hearth takes up one wall of this dingy 
kite hen. A few s part Hit counters and bare cupboards line (he 
other walls uf this room. Two burly men in aprons are cook¬ 
ing a suspicious-looking stew over the hearth, seasoning it 
with liberal amounts of pepper, 

I ike the hobgoblins In the previous room, the cooks as¬ 
sume (hat the PCs arc newly arrived reinforcements unless 
the party picks a fight. This room has cooking vessels such as 
pots and pans, and utensils scattered throughout. 
Staples such ns Hour, sugar, and dried heel 
can be found in large barrels in the pantry. 



7, Grant* Si mb: This passageway connects the Lower Hall 
with the Upper Landing. [1 is heavily (raveled, since it is 
(he principal access to most rooms in the Utade]. 

A set of wide, red marble stairs climbs 
steeply upwards toward a large double dour 
at the upper landing, ascending in three 
3ft- foot nights. The ceding is a high, 
pointed arch 25 feet overhead. Sev¬ 
eral doors can he seen at the land¬ 
ings of tile stairway, and a pair of 
threatening statues occupies the middle landing, 

T he two statues depict leering gargoyles. The gargoyles 
arc a trap: if someone steps on a special trigger stone in the 
middle uf the landing [509b chance if the PCs don't look at 
■ he floor)* the gargoyles shoot roaring flames from their open 
mouths* inflicting 2d6 points of damage to the poor sod who 
set off the trap, and ld& points to anyone within 5 feet of 
him, [Saves vs. paralynation fur half damage applies,] All the 
t itadcl's inhabitants know of the trap and avoid it, 

B. 11 \mi 1 1 - . 1 1 1 s 1 1 : This platform is usually unmanned, unless 
some denizen of the plane of Fire threatens the Citadel, 1( is 
equipped with a ha I list a and 10 spears for the engine, Several 
large barrels of water, shovels, and blankets are nearby for 
lighting fires, The ballista is mounted in such a fashion (hat it 
cannot be turned to face the Citadel or anyone on the platform. 

9, Gl \kn TOWSJU Standing on a pinnacle of rock, this lower 
doubles as a hunk room, storehouse, and armory. The tower is 
actually three levels tall; the level beneath the one shown on 
the map js the armory, and the level above is a rooftop battle 
platform with a ballista mourn. 

Inside the lower are four Illuminated guards, including 
two archers. Two more are on the lower's roof. Bunks and 
lockers are provided for about a dozen soldiers, but some of 
I he guards are on duly elsewhere. The lower's dour is made ol 
iron ami kept locked, so ii will be extremely difficult to force 
[treat as wizard locked For Open Doom attempts). 

If the PCs engage the two outer guards in a light, the 
archers inside the tower and 01 a the roof will aid their com¬ 
rades with carefully placed missile Fire, All guards Fighting 
from inside the lower enjoy 75% cover, so attacks against 
them are made with a -4 penalty. 

The lockers contain a variety ol arms and equipment, in¬ 
cluding three suils of leather armor, five short swords, two 
short bows, and 45 arrows, A total of 35 gp, OH sp, and 99 tj> 
can be collected in small coinage. The armory downstairs 
stores [2 spears* two suits of chain mail, arid four medium 
shields. Jrnti rations for 200 man-days and six barrels of 
water are also kept here. 

10. LIf i fir Hall: The Illuminated repaired this structure, a 
white marble temple, when they discovered the ruck. This 
building and the lower are the only structures above the is¬ 
land’s surface. Inside, a great altar of white stone rests under 
a dome at the end of the building. The Illuminated priesi 
Bra tidal and his acolyte Margram keep this building in pris¬ 
tine condition. Two Illuminated guards slant I beside the door; 
Brandal and Margram ore engaged in a ceremony. 


♦ iu ♦ 




BrandsI assumes the PCs are intruders and orders (in- 
guards to subdue them. IF the PCs come up with a very good 
story, he tells them to “Go check, in With Imogen before you 
start wandering biro unci,’ and dispatches one of the guards to 
lead the parly To Area is, 

fhe jewel on The altar has been enchanted by Green 
Marveni to maintain an atmosphere of cool air around ihe 
rock island. If the gem is shattered or removed from lhe rock, 
the Citadel's atmosphere begins lo collapse. The PCs instantly 
notice an increase hi the temperature that quickly grows In¬ 
tolerable, I hey have one Turn to escape before the atmosphere 
fails entirely anil the place Is overcome by the surrounding 
names. (See “The Flames," below.] 

Rrandal Is in on the details of the Eternal Boundary plan, 
and helps to restore the bunnies and bnbhers sent here, if the 
PCs gel a chance to search this 
room, they'll find two potions 
of vitality* iwn e/trfrs oj 
health, and Four potions of 
healing in a secret compart¬ 
ment in the altar, ITte gold altar service 
sei is worth 350 gp end includes two can¬ 
dlestick?. a platter, and a dnilice. 


Beneath one of the 
statues in the circular a]- 
coves there is a concealed trap 
door ihat leads to a secret 
passage to Area 15. Imo¬ 
gen's chambers. The pas¬ 
sageway is I rapped hv a srpm 
snake sipH to discourage trespassers. 

II. Emfh Oi MRSfiK This bunkroom is re¬ 
served for a detachment of 11 hi mi mu ed mer¬ 
cenaries that isn’t here right now. The platoon was recalled to 
Hague-Mori to assume guard duties there. There are a dozen 
empty hunks and fool lockers, with empty weapon racks and 
armor stands. 

This arm is a safe place for the PC's lo rest for a short 
lime, bul if Imogen decides to search tire Citadel room by 
roam, she won't miss I hem. 

1 2 Upfss l ufnwi i; located on rhe upper surface of the island, 
this is the second highest point of the Citadel, Only ihe tower 
and the temple stand higher. The terrace is used fur assem¬ 
blies and musters of the guard delarhmcnts. 

The PCs find a broad, open courtyard ringed by stone 
battlements overlooking the flames that rage around the 
Citadel. A pair of fortified iron-pi a ted doors leads into the 


hillside at die terrace's southern end, A squad of four merce¬ 
naries stands watch here. When they spot the parly, they 
challenge I he PCs. Si a tiding bit ihe far end of Ihe terrace is a 
huge sione statue of an armored man looking out over the 
terrace. As die PL’s approach, the Maine lums to (oak, then 
turns away. 

If a fight breaks om, one of the guards runs inside and 
heads for Area lb to gel help and spread the alarm. If the PCs 
tame from inside, the guard leaves by the eastern walkway 
and heads for Area D. M only takes |d4 t 3 rounds in bring 
reinforcements here. 

The statue is a stone golem, placed here 
. by Marveni to defend against threats 

from the Elemental Plane of Fire, 
Since the monster is Immune to 
most fire attacks. 

fares 
well 


against 
The elemen¬ 
tal? lhai attack this place. 
The golem is programmed 
to accept orders only From Imo¬ 
gen, Its current orders are lo attack any lire ele 
mentals thai set foul un the Citadel; it Ignores all 
oilier intruders. 

13 . M i,y w m's f'n i.\i Green Marveni keeps in 
luueh with the Citadel through bigil's portal. This 
portal was located cm (he island before Marveni 
found it, and leads to a dark alleyway in ihe 
lower Ward id' Slgil. Marveni and his followers 
can travel from Plague Mart lo the Citadel by taking « trade 
portal lo Sigil, and then using this portal lo travel from Slgil 
Id the Llemenial Plane of Fire. 

The key lo this portal ts difficult. A passwail spell must 
be cast on the portal opening it Instead of creating its normal 
effect Since only Marvent is capable of casting [he spell, lire 
Illuminated use the Mortuary <o handle (hr shipment of re 
emits. 

This pint farm hangs mil nt'er f he abyss oJJ'tre from the 
lowest paint of the island, lit the cliff irati that borders the 
pint farm, a ctniv oj (flossy obsidian hits hem inlaid to form a 
doorway iff ripe rock. Two mercenaries in scale mail stand 
guard here. As you approach* they look surprised and ask, 
“IVAr rr did carters ; pet here? Arc you our relief? You 're 

late ,* 

The guards mistake the PCs for their relief until the PCs 
do something to convince them otherwise, the guards try to 
fiee if a fight breaks out and it looks like they’re oulimns- 
bered. The guards don't know what ihe key lo the portal is. 
bul they do know that only Marveni can open it by casting 
some kind of spell, 

l-i It.. Ui '.fin - Imogen's Iicutenatils use this chamber 

as their living quarters. The morn is shared by the chief priest 
Branded, his assistant, ihe hobgoblin rhler Hurfang, Find Cap¬ 
tain of the Guards Trent. Branrial nod his assistant arc in the 
temple, Hurfang and Trent are here. 


♦ 30 ♦ 



The hunk room has been 
rearranged into private quor/m, 

Cur/runs divide the room, and 
comfortable hunks and desks can 
hr seen in each area. In the room's 
center an mikeii table and wooden chairs 
double ns a rorr/e/rMcr amt and 
officers mess. A hatly human 
in plate mail and a laugh- 
ititikuttf hobgoblin arc looking veer 
some rosters. At yon enter, the human 
aad hobgoblin quickly rise. “ You’re not 
ours, " fire human savs. 

Both H unfang anti Trail call for guards. Unless the PCs 
ran site nee them quickly, Iniugrn hears them Irani Area 1 
anti comes lq iheir aid with her bodyguards in ld3 rounds. 
Hurfang and Trent fight to the death, expecting no quarter. 
Trent is tinned with a long sword +1 , 

A search ol' the cubicles turns up h rnrn3 of 3GO gp. 44b 
sp, and 217 cp. Each NPC keeps his treasure and extra equip¬ 
ment in a locked trunk, in addition. Brand id's trunk contains 
a holy symbol and four vials of holy water. 


open area which doubles as a guardroom, in get 
out, lull' would have to escape the cell and Mien puss 
through the guardroom. Thnee Illuminated mercenaries are 
standing watch here. 

t he guards raise the alarm if anything unusual happens, 
alerting other guards in Area 12. ITtey know that the barmlcs 
are being treated and Then deceived into believing they have 
died and been resurrected, but they don't know how the 
priests are going about it. 

The bamiirs are named Alvion. t larenl, Shi 11 man, and 



• I’.i" ' ' Ui : Imogen Is Commander of the Citadel 
and supervises its operations, She is also the only mage of the 
garrison. Her quarters are pa trolled by two bodyguards who 
are stationed just outside the door. 

Tarn warriors in plate mail stand nut side this door, 
weapons at the ready. They challenge vuu us von approach. 
Inside, the commander's chamber', are spacious and well fur¬ 
nished. The outer room js tin office, the inner mom is a sleep 
ing chamber Both arc furnished with comfortable feather 
ranches and rosewood desks and tables . Behind the great desk 
sits a tail guh/erai m gray robes. A shell full of books is he 
hind her. IVTicm row eater, she Stinks up. "I wasn't tnirtsed of 
any new a meals ," sin drawls suspiciously, 

If attacked. Imogen tries to subdue the parly with spells. 
She ensis a fjirrr on herself in the first round, and follows dial 
with a. tceb to subdue the party. She'll use more deadly spells 
il necessary. IT hard pressed, Imogen flees through a secret 
passage in the north wall, concealed behind a bookshelf. 

A locked drawer in her desk contains a potion of healing, 
a sack nf red glass beads, a pouch of seven 100 gp diamonds, 
arid a srrrdl with three pass-wall spells on ir, Other drawers 
contain correspondence from Green Marvent directing Imo¬ 
gen to “command the Citadel and guard it front any attack," 
The bookshelves contain a total ol f>0 tunics, mo si of them 
mundane, hut one shelf also contains oil of elemental in¬ 
vulnerability and a wand of Illusion. 

In Imogen's private chambers t lie re is a locked trunk 
guarded by a spring-loaded dart trap. Three darts shoot out of 
the trunk, striking wtlJt a THAO) of 1 b for Id) points of dam¬ 
age each. The trunk contains fiStl gp. 440 sp, and a scroll of 
protection from elemental s. Beneath her bed there is a secret 
flagstone that reveals a small compartment. The compartment 
contains her spell book. 


UJfwood. Each nf them was a prime adventurer who was 
tiriven insane by the sheer reality of the planes beyond their 
own worlds. With :i little lime and magical assistance [churpt 
person, suggestion, and rename fear all have proven useful), 
these borderline cases can he restored to lull sanity. Unfortu¬ 
nately, must barmlcs don't get that kind of help when they 
arrive in Sigil as crackpots, 

Fhf harmtes believe that they are waiting in purgatory 
for a meeting with their pal ran powers. I hey are kept isolated 
and don't get m compare notes with each other They are sriN 
surprised by iheir "deaths" and even more surprised to find 
out that ihe afterlife Is as it appears tn be. 

Alvion and Ulfwuud refuse to speak to the PCs, believing 
them to be Fiends sent to distract than front their upcoming 
ascension into heaven. I hey'II have lo be subdued to be res¬ 
cued, Harem Isa Ird-levei chaotic-neutral fighter who is 
spoiling fur a fight and believes anything he Is told, Shillman 
is a 2nd-3evel priest who is disillusioned with (he “facts' of 
the "afterlife" he's experienced - hr shambles around in 
shock. Following di reel ions like an automaton. None of 
the harrmes have any weapons or armor. 


I b, G i t i svi 11 s Harmics ami huhirers who arc being 
evaluated or cured are kepi here in locked cells. Currently 
there are lour b armies who are undergoing 6 real men r. The 
room has nine sioiie eells along the southern wall, and an 
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Imogen eventually realizes that the Citadel is under attack 
and swiftly mobilizes the base’s defenses. She takes her two 
burly guards, llurfang and Trent from Aren 14, and the font* 
guards who were off duly inside the guard tower (Area ")}, (1! 
any of these characters were killed, they are nut available for 
Imogen's forced Wherever the PCs are, she 1 racks them down 
and eon fronts them. This encounter sltou Id ueeur almul \ 10 i 
turns after the pt s have done something to raise .suspicion, 
and it should he timed for the most dramatic confrontation. 
Von hear the rmifrmtf of armor and hcaty fontstejfo f w.vr 
olrewd. S addeniy, a burnt of armed area rscvtittlf a tall pith se¬ 
rai irornmi up pea j ‘steel rasps ns the guards draw their 
swards The githrerm holds them hack with n gesture. 'Tom 
hate tut idea U‘ho you arc dealing with," she hisses angrily: 

T\f ojt the Illuminated, and nr don't a Him finds tike vou 
m interfere in <mr plans! You're been scragged, the lot 
of yon. 5 urn ruler now, in if 71 he rhr flames!" 

If the PC's surrender, Imogen orders her guards 
forward to disarm the party and hind each character, I he 
PCs will be held in the cells in Area lb while Imogen contacts 
Green Marvent for instructions. If you as the DM are feeling 
kind lor the players have role-played really well and enjoyed 
the adventure), allow the PCs lo attempt an escape before 
Imogen receives Marvent's order of execution two days l„u n, 
If the PCs light or try to tlee. the Illuminated attack 
fiercely, f'hey ignore any losses among t he guards, but if two 
uui uf three of rhe named characters fall, the survivor will 
order 11 si- remaining troops to withdraw and will try to round 
up as many guards as possible to deal with I he threat, Imo¬ 
gen will mobilize the stone golem If she is defeated in ibis 
meeting. 


Kuu ihis encounter whenever the PC’s destroy or remove the 
gem that maintains the Citadel's atmosphere. 

You .see (fit da//Hutf blue plow of tin• ijent suit deale flare 
to ImV/h; orantp and rhea burn oaf, dentl black, ihe ip m js 
worthless . /mmet/iordy. the owlet/ roaring oj flames you it 
hern /reiOlMij rtic u'fm/c fiaie hrnimcs a thundering blast that 
almost deafens you. The temperature hcgtns to elitnb rapitllv. 
In less than a minute, vow are sweating heavily. hi three min¬ 
utes, comhustildi s such as paper begin la smolder ntid smoke. 
Ton reallie too Inter ft* flee now, or you'll never pet out! 


f 1 NISHING 
+ H E ADVCN+URt 


The most rewarding scenario is fur the PCs (o rest' ill' the 
barm its, destroy the gem that renews the Citadel’s atmo¬ 
sphere, and then escape 111 rough either portal back lo Sigil. II 
they don't accomplish these goals. I hey can leave and return 
later lo put an end to Marvent’s operation - although the lb 
luminaied will reinforce their defenses for any subsequent 
raids against the Ciiadel, 

If the PL’s fail and are captured by Imogen, things aren't 
necessarily over for them. They're j el I lei I in Area lb until the 
next portal opening In Sigil, A generous DM might allow Ihe 
players to plot a Jail break and then resume their art tick on 
ihe Ciiadel, If she PCs succeed, they return in Sigh ns heroes 
of their faction and gel a we! I-deserved rest, as well as el Ut¬ 
ile jink. 

DM Noti If ihe PCs complete 
ihe adventure by rescuing The 
harmies and destroying the Citadel, 
a special experience Poini award of 
1,000 points per surviving character is 
appropriate, Reduce this amount if the 
PCs required a lui of hand-holding lo gel 
through Ihe advenlure. 
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N PC HI A ST £ R TABLf 


• ' ■ ''l F3|: AC ID (no armor}; MV 12: HD 3d 10: hp 

12 \ ThEACO IB: #AT 2; Drag 1 d3+ J (insane rage): AL CN 
(variable); XP ] 20. 

□km', >: ■: AC 5 (chain mall); MV 12; HD 3d ID; 

hp 22; THACO IB; *AT I; Dmg ldfi+2 (long sword); 5A long 
sword specialist; 12 gp, sp; Al CG; XP 120. 

1 ' ! i AC 7 [leather armur, Dexterity); MV 12; HD 

2dG; hp B; THACO 20; #AT ]; Dmg ld4 (dagger}; SA thief 
abilities; 2 gp, 4 sp, 17 cp: AL NE; XP G5, 

i I AC 5 (scale mail, shield); MV 12; HD 
3d8; hp 16; THACO 2D; #AT t; Dmg IdG-t-E {mace); SA spells 
bless, command; aid: AL CN; 11 gp, 20 sp; XP 120, 

I IW 4 | AC 6 (armor spell in effect); MV 12; I ID 4d4; hp 
9; THACO 19; #AT 1; Dmg 3d4* I [dogger + J|; SA spells 
friends, grease, magic missile; invisibility T tv i sard loch; 18 gp, 
27 sp, 4 cp; AL LN; XP 270, 

AC B (leather armor}; MV 12; 11U 2dG; hp 7; 
THACO 20; if AT 1; Drng IdG {club]: SA thief abilities; 11 gp, 
17 sp; AL NE; XP G5. 

H [i AC 3 (banded mail, shield); MV 9; 

HD 3d8: hp IG; TH ACO 17 ; I AT 1; Dmg ldG+3 (mace. 
Strength); 2B gp, 33 sp, 18 cp; AL LE; XP 120. 

AC 4 (splint mail); MV 12; HD Id 10; hp 23; THACO 
18; I AT 1; Dmg IdG+G (sAort sword +/]; SA short sword 
specialist. Strength 18/06; 44 gp; AL NE: XP 270. 

I : AC 5 (chain mail); MV 12; HD 4riB; hp 19; 
TIIACO 18; #AT ); Dmg id4+3 (war hammer +2); SA spells 
cure wounds, defer/ magic, remove fear; hold person, 
know alignment; 15 gp, 28 sp, 4 cp; AL LE: XP 270, 


m^NST£R GROUPS 


oi l k - ii ( k .n i *. |5 i ik 1 AC 10; MV 12: HD IdG: hp 

3 each: THACO 20: #AT 1; Dmg IdG (club); IdG cp each; AL N: 
XP 7 each. 

hi, J UE k\ Ilk DoQMnUAHDS l r i ■ If 1) AC 5 (chain mail); 
MV 12; HD id30; hp 6 each: THACO 20; #AT 1; Dmg Ida 
[long sword) or 3d4 (light crossbow}; Jdft gp, 4din sp each; AL 
N; XP 35 each, 

Xai FQ) AC G (brigandine, shield]; MV 

12; HD 2d4 hp: hp 4 each; THACO 20; tfAT 1; Dmg IdG (short 
sword); idfc sp. 3dH rp each; AL NE; XP 15 each. 

SHADOWKNAVE's BaSHEIS Oi ILLUMINATED GUAKDS (4 Oft 7) (F0)i AC 

4 [chain mail, shield); MV L2; HD 2rf4 hp: hp 5 each; THACO 
20; #AT I; Dmg Ida (long sword) or Ld4 (dagger): 3dG gp, 
4dl0 sp, 3d8 cp; AL NE; XP 35 each. 


I ’IMl Ln til \kiis (fj"J ;i l); AC 3 (plate mail); MV 3 2; HD 
Id 10; hp G each; THACO 20; *AT l; Dmg Id 10 (halberd] ur 
IdG (short sword); 4d)0 sp; AL N; XP 15 each, 

I I ^ 1 ai r i • i» - I ■- v\ il AC 3 [banded mail, 
shield); MV 12; HD 3: hp 14: THACO IB; #AT 1; Dmg Ida 
(long sword); SA spells magic missile, sleep; FSP\ 4dB gp, 
4dl0 sp, 2dG cp; AL N; XP 175. 

D ■: ■ [TO] AC 7 [Hug mall): MV 12; HD IdG; hp 4 

each; THACO 20; #AT I; Dmg IdG [short sword): 2d6 gp, 3d6 
sp, 3dG cp; AL N; XP 15 each 

l> l o iiir,-- ii-I' if IP i AC 5 Iscale mail, shield}: 

MV 12; HD 3dR; hp H;THACO 20; #AT 3; Dmg Jdfi+l (mace]; 
SA spells command, cause fear, hold person; 4d6 gp, 4dl0 sp, 
4d6 cp: AL N; XP 120. 

1" i' ■ • M (W r 4 AC b [armor spell]; MV 12; HD 5d4; hp 
14; THACO 19; #AT 1; Dmg IdG (staff} or Id! (dart]; SA spells 
charm person, color spray, shield, mill of fog; Mdfs acid 
arrow, mirror image, vampiric touch; 2rift pp, 3dH gp. 4dlQ sp; 
AL NE: XP 420. 

/H im. n AC 8; MV G; HD 2d8: hp 9 each; THACO 19; #AT 
E; Dmg ld8; SD immune iu charm, hold, sleep, death magic, 
poison, and cold damage; Al. N; XP GS each. 

m 14 | AC 7; MV 12; HD 3dH: hp 5 each; THACO 19; 

#AT I; Dmg IdG; SD immune to charm, hold , sleep, death 
magic, poison, cold damage. Type S or V weapons do A 
damage: AL N; XP G5 each. 

M ! vui n , (8*1: AC 6; MV 12; HD Gd8; hp 27 each; 
THACO 15; #AT I ; Dmg 2dB; SD immune la charm , hold, 
sleep, death magic, poison, cold damage. Type S or P weapons 
do '// damage; AL N; XP G50 each, 

H i AC 5; MV 9; HD 1 + 1; hp G each; THACO 19; 
(AT 1; Dmg 2d4 (momingslars) or IdG (short bows); 2dB gp, 
3dS sp, 2d 10 cp; AL LE; XP 35 each. . 

Sii Gin I I AC 5; MV 6; HD 14; hp 60; THACO 7; #AT 1; 
Dmg 3d8; SA jifeur spell once per two rounds; SD immune to 
most spells, struck only by +2 weapons; AI. N; XP 8,000. 

13 ,:m. fFU|: AC 10; MV 12; HD IdG hp; hp 4 each; THACO 
20; (fAT 1; Dmg ld2 (hare hands); AL N (variable); XF 7 each. 

See text fur variations. 
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ERNAL B©UNDARY 

D; KMIGHT - #GAMEBCX 

by 

L, Richard Baker HI 


m t ^Comv to the Cage, friend, You'll want to watch your buck in Sigil—i: seems 
■/ \[ every cutter here's got a n*uy to peel a clueless basher, and vaure no vxcep- 
* thtt. Besides, there's something happvnhpj down in the nine that's got tin- 
factious in an uproar, and word is you* re the cutter to took into it. Bur ones and hubhers 
hove been waking up in the Dead liook ( but they haven't been staying there. They've been 
returning to Sub I will'. minds restored, telling talc', of the Ttcnml Boundary. But the air's 
turning foul here in the Cage, ami therell be blood Spilled soon if someone doesn't learn 
the dark of th it uj s , a ml quick! L 

The Eternal Boundary is a \'i Aty-scflPfc" 4 adventure for a party of four to six characters o! 
1st In 51 h levels. Players air in I rod need IQ Ihe city of Sigil-the Cage, as some call it. 
Inside this crossroads to the planes, a sinister pint unfolds, leading the hemes into- the 
most dangerous and desperate part of town—the ramshackle slum known as the Hive. 
Do your player characters have what It takes to confront the [ Jemal Boundary—and pass 
beyond? 
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